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“... THE HITMAN IS AN ILLUSION, 
AN ENTITY WHICH HIS ENEMIES 
CANNOT SEE OR TOUCH.” 


- The Psychology of the Assassin 








Variety of ways to execute contracts ) New silent weaponry: Stun gun, lethal injections, poisons & more \ Advanced squad-based AI 


The professional assassin is swift and silent. 
Eliminate your targets from a distance. Assume the 
identity of your victims. Improvise on the job, picking up 
environmental objects like meat hooks, shovels, 


and pillows to use as weapons. In the hands of the 


ultimate hitman, everything becomes a weapon. 





CONTRA©GES 





“THE RUTHLESSNESS OF THE HIRED KILLER 
STEMS FROM THE BELIEF THAT HIS 
BODY AND MIND ARE NOT HIS OWN.” 


- The Psychology of the Assassin 





More populated environments \ Wide array of firearms: assault rifles, micro uzis, Magnum 500 & more \ Improved graphics engine 


The professional assassin is also bold and ruthless. 
Utilize an increased arsenal of firearms to 
make quick work of your victims. In the mind of the 


ultimate hitman, nothing matters except the target. 


Do whatever it takes to fulfill the contract. 





CONTR oe 





ONE WAY OR ANOTHER 
THE JOB GETS DONE. 





Even more ways to make a kill j Hunt down your prey around the globe j All-new improvisational weapons j More difficulty modes 





CON T RA Gas 


SIGNED IN BLQOD. 
April 21, 2004 


PRE-ORDER NOW 
hitmancontracts.com 


Visit www.esrb.org or 


call 1-800-771-3772 
for Rating Information. 
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After holding this pose for ten 
minutes, Chris had to be carried 
back to his chair. 


Def Jam Vendetta Il 


will melt your face off 


olks, | have something important 
to tell you: DefJam Vendetta II is 
going to melt your face off. It’s that 
freakin’ hot. | won't lie to you, | 
don’t know much about rap — but 
| know a hell of a lot about what makes a 
great game. I’m telling you, you’re going to 
kick yourself in the noggin if you miss this 
one. For about a zillion reasons why, turn to 
our world-exclusive cover story on page 54. 


Ever wonder what a crack team of videogame 
journalists looks like? ...Aw, c’mon folks, just 
work with us a little, here... 


BILL DONOHUE 
MANAGING EDITOR 


LIKES: polish-pope.com 
HOBBIES: Selling CDs! 


Do you have any vendettas? 
Vendettas? Me? Gosh, no, | 

sure don’t. There are a whole 
bunch of people on my “List,’ 





We've also got Hideo Kojima (that’s Metal 
Gear’s daddy, to the uninitiated) explaining, 
in his own words, how the new camouflage 
system works in MGS3. What could be cooler 
than that? That’s right, nothing. 

Before | go, | just can’t resist the urge to 
tease you a little bit: next month’s cover will 
feature yet another world-exclusive first look 
at a massive new sequel. No hints — let the 
speculation begin! —CHRIS SLATE 


RANDY NELSON 
REVIEWS EDITOR 


LIKES: Platformers, racers 
HOBBIES: Comics & Anime 


Do you have any vendettas? 
Only the one against the 
Mad Scientist Association of 
America, who still won't let 
me join their hallowed ranks. 


) DAN FITZPATRICK 


ART DIRECTOR 


LIKES: Buying houses 
HOBBIES: Moving 


Do you have any vendettas? 
No, | don’t. Those Italian 
sports cars are way too 


| expensive, and they’re not 


out of the fridge. 












CHRIS SLATE 
Editor-In-Chief 


‘LIKES: Action/adventure 
games, platformers, arcade 


racers, stuff with monkeys 


HOBBIES: Comics, hoops, 
/DYDs, movies, anime, 





‘Do you have any vendettas? 
Pigeons have got to go. 

They drop poop on my car, 
bully my dog and I’m pretty 
sure they're the ones that 
keep eating my ice cream 


| ERIC BRATCHER 


ASSOCIATE EDITOR 


LIKES: RPGs, Weird Imports 
HOBBIES: Real estate, Baby! 
Do you have any vendettas? 
Not at the moment, but I’m 


| definitely open for some. If 


you're an aspiring vendettee, 
let me know! 


| GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: Getting even 
HOBBIES: Revenge 


Do you have any vendettas? 
No, but my wife does. She 

thinks they’re stylish, but the 
high, spikey heels make them 





ov, Py though... Heh, heh, heh... 





' very safe on the freeway. “| hard to walk in... 


hat’s right! It’s bad and it’s back. It’s also meaner than ever. We’re just talking about Def 
0 N TH [= C OVE le Jam Vendetta II and how this second installment is probably the most hardcore fighting 
game we’ve ever seen! So gety your butt over to page 54 or someone’s gonna get hurt... 
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FEATURED 
PREVIEWS 


ag * ¢ RED NINIA = 
\ Suzie used to like disco arenes in her 
\) ¥ : room... until her sneaky brother caught her. 


DEF JAM VENDETTA Il 


n’t call ita comeback! Instead, << ON THE SUBWAY PLATFORM, 
j you should all just wave your YOU WIN BY TOSSING YOUR a 
ands in the air, ‘cause this title OPPONENT IN FRONT OF AN BURNOUT 3 


rocks! Get i 1 Eric and Randy contend for r the last, close-to- 
RSGet Gomi and GIniy (on page:s4 ONCOMING TRAIN >> the-door parking space in the PSM lot. 


HITMAN 3 


. “Keep waxing! Scrub harder! | ent to see 
f 1) Se myself in the shine!” 
] : 


KILLZONE. 


au ion War in the future won't be pretty 
_ Can a mere mortal take on the and this title ain’t exactly cute, 
_ ancient Gods and win? Can you? either. Fight to win! 


RED DEAD | REVOLVER : : 
@ Toby couldn't stop humming thet tune, so he 
made up some words: “The roof... the roof... “ 
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<< THE PSP HAS BEEN 
DELAYED UNTIL MARCH OF 
NEXT YEAR >> oo io 


THE SUFFERING 


Prison isn’t supposed to be easy, but this place 
will drive you completely insane before ending 
your life in a very violent manner. The Suffering is 
our Game of the Month! 


FEATURED REVIEWS - 


4 EYETOY GROOVE Yes, it's true. 
Chris Slate sings in the shower.. 


4 CRIMSON SEA 2 “I bet it’ll eat a 
cookie right out of my hand... “ 


PSM is the magazine for the gaming elite — the hardcore gamers that support and drive 
this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 
family’ or waste space interviewing movie stars that have nothing to do with games. 
That’s just not what we're into. 


PSM is also proudly independent. We have no official corporate sponsor, so you can trust 
that our reviews and opinions will always be 100% our own. Our readers always come 
first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
PlayStation 2 gamer, who deserves nothing less. Now let’s get this issue going! 
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Diplomacy Is Primary Weapon in 
America’s Quest to End Indonesian Crisis. 

































eat Naticua that tf REVOLUTIONARY oy 
Brot aie ed imal tee NL clack oS a WEAPONS AND TACTICS | |. MULTIPLAYER GAMEPLAY 
fe ea 


YOU ARE SAM FISHER, A DEADLY SPLINTER CELL OPERATIVE WAGING A ONE-MAN WAR AGAINST AN 
INDONESIAN TERRORIST NETWORK. YOU ALONE HAVE THE FIFTH FREEDOM - THE RIGHT TO ACHIEVE 
YOUR OBJECTIVES BY ANY MEANS NECESSARY. 9 ae 


WWW.SPLINTERCELL.COM ~ 











RATING PENDING 


Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information. |f 





CELL PHONE VERSION AT 


camelotiiz=- 





CONTENT RATED BY 
=e 5 = 


© 2004 Ubisoft Entertainment. All Rights Reserved, Splinter Cell, Sam Fisher, Splinter Cell Pandora Tomorrow, the Soldier leon, Ubisoft, ubi.com, and 
the Ubisoft logo are trademarks of Ubisoft Entertainment in the U.S. and/or other countries. © 2002 Gameloft. All Rights Reserved. Gameloft and the 
Gameloft logo are registered trademarks of Gameloft S.A. : 
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“NOW LOOK SAD AND SAY D'OH!” 















a 4 That’s not an actual game screen, although a portable version of SOCOM 
a is rumored to be among the first PSP games available. 






‘ 
The real story be 
PlayStation Porta 





f you’ve been waiting for PS2- developers looking to use PSP as a Continuing changes to the hardware 
BS i iWe Le D C quality gaming on the go, we springboard to console development specs have also contributed to slow 
hope you're prepared to wait — that it simply doesn’t have the staff going on the game development front. 
’ a little longer. Originally slated to handle all of the questions and PSM has confirmed with multiple 
Sony is expected to show off for release this holiday season, _ problems. So, it has put a temporary development sources that Sony intends 


the first tech demas of PSP's the PSP has been delayed until March freeze on signing up new developers to drop built-in 802.11b wireless net- 
graphical prowess, but not of next year. For its part, Sony is not for PSP. working support from the PSP to meet 
the actual hardware, during saying much — if anything — about It is also true that some develop- its $149 target launch price, offering 
s the delay, and is most likely waiting to ers are having a hard time wrapping that capability as an optional add-in 
the annual Game Developer reveal more details at the annual E3 their brains around the hardware, but card for less than $50 on day one. 
Conference being held in San expo in May. it’s mostly due to the fact that, for This caused a problem for developers, 
Jose, California in late WWeterie There have been a lot of rumors example, they’re used to working with since many of the launch titles being 
Tere is ateinvehance that circulating in the past few weeks 512x512 pixel textures, but can’t on worked on had their multiplayer modes 
concerning the exact reasons for the PSP, and it’s taking them a while to specifically based on wireless — and 
a sneek peak at some game delay, and after speaking with several realize that you don’t need textures not wired — link-up. PSP will still have 
titles will be given, but don’t developers who are currently working that big if your game is running on a built-in USB2.0 port for link-up play, 
count on it. PSM will be at on games for the device, PSM can set such a small screen. so developers are building support for 
¢ the record straight. So, faced with what was shaping it into their games. 
GDC, and will have a report on The delay is not the result of weak up as a relatively small launch game This change, as well as the launch 
what's shown next issue! developer interest in the handheld. lineup for the U.S., the decision was price, is expected to be confirmed in 
Quite the contrary: Sony has been made to push the North American the days leading up to E3. PSM will 
inundated with so many requests launch of PSP back to March 2004 continue to have the latest news on 
for development kits and support — which is when developers have been __ PSP as it breaks. 
— especially from mobile phone game told the system will go on sale. 
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‘A “My name's Jak, and this is my BOOM-stick?” 


JAK AND RATCHET: BACK IN ACTION =: 


Two of PS2’s best series get 3rd installment... this year! 


etails are scarce, so just stare 
D: the screens and drool, but 

Sony has made official plans to 
telease Jak III and Ratchet & Clank 3 
(tentative titles, obviously) before the 
end of the year. A fast turn-around 
for Ratchet we could expect; after 


all, Insomniac has put out games in year was their plan all along. 

the series two years running. But Jak PSM will be visiting both 

Ill — we'd expected Naughty Dog to Insomniac and Naughty Dog once 
take more time with that one, but we've wrapped up this issue, so 
looking back at our Game of The expect plenty of new details and 
Year issue interview with top Dog screens in PSM 85, on sale or in the 


Jason Rubin, maybe getting it out this — mail next month. 


A The calligraphy font used for the game’s subtitle has us question- 
ing San Francisco as the setting. 





FIRST LOOK 








fend te Ea raring 
and for all, Pee eece 


gettin’ into trouble with The Man. 





A Looks like someone’s having a fair, but 
Ratchet’s in no mood for fun and games. 


THE NEXT GRAND THEFT AUTO IS... 


Rockstar confirms fhe name and release date 
of PS2’s next mega-game 


an Andreas it is. That’s the subtitle for the third PS2 install- 
S ment in the Grand Theft Auto series, officially slated for 

release on October 19, 2004. As you can see, GTA: San 
Andreas has a logo, but not much else — besides the fact that it’s 
PS2-exclusive — is known about the game. 

What we do know is that the settings of the previous two GTA 
titles have come straight from the original 2D GTA for PSone. 
Liberty City and Vice City were both in the first game, as was San 
Andreas. As you can see in the city map we dug up, San Andreas 
bears more than a little resemblance to San Francisco, right down 
to the (tweaked) district names and a bridge that looks suspiciously 





A This map of San Andreas from 
the original GTA does seem to be 
like the Golden Gate. wncpeed by San Francisco. 


Even if Rockstar does stick with tradition and base San Andreas 
on San Fran, there's no telling what era the game will be set in. Whatever the case, you can’t deny 
that the city by the bay’s numerous hills would make for some great jumps and car chases. 
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BARE BONES HDD 
Back when Sony finally 
revealed a launch date and 
price for the PS2 HDD, they 
also promised that, in addition 
to Final Fantasy XI, the add- 
on would come with a music 
ripper/player, photo viewer, 
demos, and other applications 
pre-installed. Well, the HDD's 
here, but the promised apps 


aren't. In fact, even the biggest — 
developers just recently got 
HDD development kits. Let’s 
hope HDD support ramps up 
soon, and fast. 


2D GAMES GET 

THE BOOT 

Notice how there haven't 

been any sprite-based games 
released lately? That's because 
it’s becoming harder to get 
them, and other “niche” titles, 


approved for release in the U.S. 


We still love them, though. 
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ries NEWS 
GOLDENEYE 2 DETAILS! 


The sequel to N64’s hit FPS is coming, but it doesn’t 
star James Bond... ! 


















































QUICK HITS 


Your first look at two 
upcoming PS2 games 
announced this month! 


Electronic Arts’ next game set in the 007 universe. In development at 
EAs Los Angeles studios, GoldenEye 2: Dr. No vs. Goldfinger will cast the 
player as an ex-MI6 agent who was dismissed from 
the organization for reckless behavior before he 
could earn 00 status. 

As the title suggests, two of Bond’s most memo- 

rable adversaries (and their henchmen — 

3] remember Oddjob?) will make appear- 
ances, made possible by the fact that 
the game is set in 007’s past. Here's 
the kicker: players will actually 

be working for Auric Goldfinger 

— yep, you'll be a bad guy. Let the 
speculation about whether or not 
you character will gradually redeem 
himself begin. 

Having switched gears from 
Everything or Nothing back into the first- 
person perspective or past Bond titles, we'll 
see GoldenEye 2’s hopefully grand debut at 
this year’s E3. 

4 Pierce Brosnan’s Bond 

made a splash in Everything 


or Nothing, but won't be 
returning in GoldenEye 2. 


B ond. James Bond. A name you won't hear your character called in 

























THE INCREDIBLES 

THQ has recently announced a game 
based upon Pixar’s upcoming film, The 
Incredibles. \t stars a whole family of 
super heroes as playable characters 
and will be developed by Heavy Iron, 
the same folks behind the surprisingly 
solid Spongebob Squarepants: Battle 
for Bikini Bottom. Simply put, this 
could turn out really well. The game 
itself is a third-person action adven- 
ture that roughly follows the film’s 
plotline. Many features are still under 
wraps, but we know that various fam- 
ily members are incredibly strong, 
incredibly fast, incredibly stretchy, and 
incredibly invisible, so there's a wealth 
of gameplay potential there. 


RUMOR OF THE MONTH 


GRAN TURISMO 4'S 
GRAND ONLINE PLANS 


doozy. PSM has learned from its moles close to the development of Gran 
Turismo 4 that the game's online mode will actually be a lot more ambi- 
tious than was previously revealed. 

So far, we've only been told, officially, to expect four-players to be able to 
race against each other online. If this rumor pans out, however, the final game 
will actually enable up to 16 live competitors to race simultaneously, and hun- 
dreds more to watch the action in real time as spectators. Tournaments and 
other community features are also rumored to be in the cards, but whether 
they’ll make it in under the wire is in question. 


T= only one really meaty rumor to report on this month, but boy, it’s a 


ATHENS 2004 

With the sum- 

mer Olympics 

right around 

the corner, 

you'd expect 

to see an 

Olympics 

game on PS2. 

The kicker here is that it’s from Sony 
itself. Technically a 989 Sports title, 
Athens 2004 with feature 15 track 
& field events, six swimming/driving 
events, four gymnastic events, two 
shooting events, weightlifting, and 
equestrian challenges. 

Eight players will be able to com- 
pete in all events. It sounds fairly stan- 
dard, but when you factor in support 
for DDR dance mats in certain events, 
the game definitely earns a unique 
edge over past Olympics titles. 


Our take: If this is true, it could go a long way to explain the recent delay of 
GT4’s release to sometime this fall. The amount of tweaking and testing 16 
player online racing alone could take months, and would have to have been 
going on for some time. The idea definitely sounds cool, but we hope that 
the offline game doesn’t suffer under the intense drive (no pun intended) to 
create a groundbreaking online experience. 


> Imagine 16 
of these babies 
racing online at 
the same time. 
Yummy! 


Um, Chuck... 


a Not to be 
/ critical or anything, 
but shouldn't you be 
: aiming your gun 
at Ain? 


SECOND SIGHT 


The first third-person game from the creators of TimeSplitters 


from taking the wraps off its first non-FPS title for PS2. Titled Second Sight, the game — not 
maunlike Midway’s Psi-Ops: The Mindgate Conspiracy — casts players as a character possessing 
telekinetic powers. 

| His name is John Vattic, and, evidently, he was on a covert mission in Siberia when some- 
| Snoop: Rapper whose last | thing went very wrong. Now he was to sneak and shoot his way to the top of a conspiracy while 
| name is Dogg using his powers to uncover how he got them in the first place. Trippy, eh? 
Advantage: 5a | Free Radical will wrap up work on Second Sight at the end of 2004, and hopefully the game 
i il) ave found a publisher by then. 
| Snoop: Given his big break Parappa: Given his big break 


| by Dr Dre by a talking onion 
Advantage: op Dogg 

OUND TWO: KNOWN FOR 
Snoop: Hanging with the Parappa: Hanging with a little 
Death Row artists brown bear 
Advantage: Snoop Dog 


I: doesn’t have a publisher (yet), but that hasn’t stopped U.K. developer Free Radical Design 


Snoop: Having his music Parappa: Being two-dimen- | 
called “one-dimensional” sional | 
r . i _ & Nothing's 
4 . 3 a : _ handier for 
Snoop: Filmed a Girls Gone Parappa: Worked at a flea i - _ avoiding detec- 
Wild video market : _ tion than the 
dvantsae: § Boat i ability to turn 
| Advantage: Snoop Dogg invisible. 
| Snoop: Is a bad guy in Def Parappa: Is a nice guy; dates ’ 
| Jam 2; gets lots of women a flower o.% | <“That’s it! 
| Advanta 1 G 3 _ lm going 
_ onstrike... 
~ a lightning 
strike!” 
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CHECKPOINT 


You’ve found it: your one-stop spot for all the best stuff headed your way 
(Please keep in mind that release dates do change — don’t blame us if they do!) 





Current Releases 






PUBLISHER 





Bujingat Forsal en City 

: Bam! Type: Action Release >: May 
The Ane aesthetic i is aeeeent in this game — Toshihiro 
Kawamoto (Cowboy Bebop, Wolf's Rain) brings his artistic 
5 talents, while Yosuke Kuroda (Trigun, Scryed) writes the script. 
The animation is the most impressive part of the game, but the 
gameplay promises to be no slouch, either. 


Mercenaries 

Publisher: LucasArtss Type: Action R se Date: Fall 

Mercenaries gives players the opportunity te take part in 
shaping the world in the future during a coup in North Korea. 
Players can choose one of three characters for 52 missions, 
and each of these characters can interact with everything in 
the environment, whether it be stealing vehicles, using items, 
or just laying waste to everything in their path. 





Burnout 3 

: EA Type: Racing Release : Fall 
Burnout 2 was an overlooked ea a a racing game that was fun 
to play. Burnout 3 promises to be even better, with new modes 
of play, including the PS2-exclusive online mode. Up to six players 
can play against each other online in either the single races or in 
what the Burnout series is famous for — the crash mode. 





A Jean Reno has a cértain 
“je'ne sais quot” asa) ‘ : 
demon warrior. : me . Area 51 


;: Midway Type: Action R : Fall 

The old arcade aes shooter gets an meade Instead of 
just a graphical facelift, the game’s mechanics have changed, 
and the game has become an FPS. Besides the single-player 


? 
game, in which pk try to survive through the quarantined 
June S Releases infed AY chenpound. theres oi GON WinLagee trode Wet 
up to 16 players can play together online. 


Wns GENRE PUBLISH : . Red Ninja: End Of Honor 


r: Vivendi Type: Action f se 
Red Ninja's female protagonist is out for vengeance, and she gets 
it with the very wire her enemies used to try to hang her. This 
wire can be used in varied ways, but the most impressive method 
is hanging an enemy by wrapping the wire around an enemy’s 
head and using a tree branch for leverage to hang him. 

















By 





Final Fantasy Xl 

Sony CEA Square Enix Online RPG 
Square Enix’s Final Fantasy series expands its circle of 
influence with this MMORPG, consuming the lives of 
both PS2 and PC gamers. 
Resident Evil: Outbreak 
Capcom Capcom Online Horror 
Surviving the horrors of Raccoon City by yourself 
is fun enough, but it’s even better when you have 
others to share the thrills with. 


EA Sports Fight Night 2004 














EA EA Sports 
Despite its name, DRIV3R is not just about driving 5 3 EA Sports’ Knockout Kings gets a major upgrade and 
there’s also running, carjacking, and even boating. : eT a new name, and it ends up becoming an even better 


game for it. 
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Cool Stuff fae Readers’ 























Here’s a look at some of the hottest new gear 
H ¥ If you don’t like typing with your thumbs, y O st o Nn ted 
and goodies you should keep an eye out for Wiiiloah aiseaps attach a tulFsteee apiicard — M W 
to the FlipStart. _— 


From: Vulcan, Inc. 


METAL GEAR SOLID 3: SNAKE FAT Ld 





Price: $1,500 - 2,000 Konami 
Konami 
The more powerful technology gets, the TBA 


smaller it becomes. Case in point: the 
FlipStart, a mobile PC that fits in your hands. 
The FlipStart is not merely a PDA with a 

keyboard — it actually runs Windows XP and 

its applications. Amazingly, the FlipStart has a 

1 GHz processor, 256MB system RAM, a 5.6” 
HDTV-quality display, and a 3D graphics card 
with 8MB video RAM. With the 30 GB hard drive, KINGDOM HEARTS ie 
you can bring your files (yes, even those files you : 
think no one knows about) with you anywhere. c ° Publisher: Square Enix 

And, to sweeten the deal, the whole thing only ‘ ee Developer: Square Enix 
weighs a pound. %, S WW) \ \ | i Release Vater 113) 
‘Now that we know this kind of technology is oe ent \ ) 
even possible, the future is even more exciting — just ; Di 

imagine how this technology could be applied to \ \GaNe | Nees v The Disney hes holds 
upcoming portable consoles like the PSP. \ j z on strong at on 

st the chart. 


FZ4 this snake has its fangs 
#1 locked firmly on the 
Last top spot. 


Square Enix 
Square Enix 
TBA 


3 FINAL FANTASY Xil 


NN Y Square Enix’s latest RPG | 
2 epic is quietly moving up | 
G the list. : 





GRAN TURISMO 4 

5) Sony CEA Polyphony Digital 
Release Date: 2 

The ultimate racing game gets delayed. 


1ORTAL KOMBAT: DECEPTION 








Midway D per: Midway 
#s : Fall 
st Month MK fights its way onto athe chart. 


pRIVR 
| Publisher 17 Developer: Reflections 
) Release Dates 71-12 

DRIVSR is revving to go. 





JAK tll 

Sony CEA : Naughty Dog 
New q te: TBA 
This Month! dah is stil a popular guy. 









TOP 10 PS2 GAMES TOP10PS1 GAMES OVERALL TOP 10 
FOR JANUARY FOR JANUARY FOR JANUARY 


1. lie Street 1. Shrek: Treasure Hunt 1. NFL Street (PS2) 





Capcom 


_ New te: May 
_ This Month! Samanosuke returns with a new friend. 


2. Need For Speed Underground 2. Crash Team Racing 2. Sonic Heroes (GCN) 

3. True Crime: Streets of L.A. 3. Namco Museum Vol. 3 3. Need For Speed UG (PS2) 

4. Madden NFL 2004 4. Pac-Man World 4. NFL Street (XBX) 

5. Baldur’s Gate: Dark Alliance Il 5. Spyro: Year of The Dragon 5. GTA Double Pack (XBX) 

6. SOCOM Il: U.S. Navy SEALs 6. Gran Turismo 2 6. Mario Kart: Double Dash (GCN) 
7. Final Fantasy X-2 7. Beyblade 7. HALO (XBX) 

8. Dragon Ball Z: Budokai 2 8. DBZ: Ultimate Battle 22 8. True Crime: SOL.A. (PS2) 

9. NBA Live 2004 9. Scooby Doo Cyber Chase 9. Madden NFL 2004 (PS2) 

10. Prince Of Persia: TSOT 10. Madden NFL 2004 10. Baldur’s Gate: DA (PS2) 





CAST YOUR VOTE! 
Visit www.psmonline.com and pick your most wanted 
game from our list of the hottest upcoming releases. 
We'll tally the results, and print ‘em here each issue! 
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Blood and Gore 
Violence 








THE GAME 


IN STORES MAY 7, 2004 





aN 





SEE THE MOVIE | 
VIGRIVE VAN HELSING 
SAFFIRE IN THEATRES MAY 7, 2004 





| 

| 
"Van Helsing" interactive game © 2004 Vivendi Universal Games, Inc. Van Helsing ™ & @ Universal Studios. Licensed by Universal Studios Licensing LLLP. All Rights Reserved, "PlayStation" and the "PS" Family logo are registered 
trademarks of Sony Computer Entertainment Inc. ™, @, Game Boy Advance logo is a trademark of Nintenda ©) 2001 Nintendo. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft 


Corporation in the United States and/or other countries. The ratings icon is a trademark of the Interactive Digital Software Association. Vivendi Universal Games and the Vivendi Universal Games logo are trademarks of Vivendi Universal 
Games, Inc. The Saffire Logo is a registered trademark of Saffire, Inc. Parental ‘Advisory: A Note to Parents: Please consult www.filmratings.com for information regarding movie ratings in making viewing choices for children. 








www.vanhelsinggame.com 


CONTENTS 


EE} asp 2005 
EES Crimson Sea 2 
} Destruction Derby: Arena 
Drakengard 
» ESPN MLB 2005 
B fue Toy Groove 


Fight Night 
EE} Judge Dredd: DVD 
: MLB 2005 
CU} MTX Motocross 
EE) Pitfall: TLE 
ELY Rainbow Six 3 
FEW Samurai Jack 


The Suffering 


SCORING 


(a cvassic 
A rare gem; Our highest 
tecommendation 


(9) outstanoinc 


One of the belter games this year 


9 very coop 


You can't go wrong 


coop 


Asolid game 


OKAY 
Kind of fun, but no big deal 
s0-S0 


You've ae to love the subject matter 
ty ne jy hurt this game 


Not fun at all 


f2 W\Vaue 


This game is an insult 


WHY? 


Why would anyone do this to us? 


e take our reviews very 
W seriously. We spend hours upon 
hours playtesting each title so 
that we can give you the absolute best 
information to help you buy. 
| Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 
out easily, so if you see one on a review, 
a game box or advertising, you'll want to 
be sure to check that game out. 

Finally, when looking up past scores, 
keep in mind that older games usually - 
wouldn't fare as well if they were 

‘reviewed today. 


EB ta 
3 
2 








le | 


Surin zai 


Life in prison is tough, but death 
in prison is absolutely brutal 


(came wea dete | DEV SURREAL | 





=a - 





i 


ics: 





ie mee t= 


od 

femme. Frew 
Poo 
Seu 


TYPE ACTION MAX PLAYERS ONE | ESRB RATING MATURE 


2 enemies in the game are all modeled 


» after Various forms of execution. The 


” Burrower on the left Was buried alive, and 


ek, | the'Sayer on the right met a bladed dest. 


Bsa 














idway pushes the Mature 
rating to its limits with this 
dark, bloody, and genuinely 
creepy action horror title. 


The Suffering’s unlikely protagonist 

— notice, we specifically didn’t use the 
word “hero” — is a man called Torque, 
an inmate sentenced to death row for 
murdering his wife and children. After 


a freak accident frees him from his cell, 


it quickly becomes clear that his prison 
is even nastier than it looks — you'll 
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‘encounter not only hideous 
monsters inspired by 


but various NPC guards 
and inmates, clues to the 
haunted prison’s awful past, 
voices in your own head, and harrowing 


* flashbacks which reveal just what kind of 


man Torque is... or was. ; 
Mechanically, The Suffering is a tense 
follow-cam shooter with adventure/ 
exploration elements. The camera can be 
a little troublesome in some fights, but 
it’s never crippling, and you can switch 
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different execution methods, 


between first-person and third-person 
perspectives at will. You'll stay on the 
edge of your seat, too — this isn’t just 
scary ina psychological, Silent Hill kind of 
way. It’s also scary ina “you never know 
when some hideous monstrosity is going 
to leap out and eviscerate you in some 
unspeakable way” kind of way. 

Of course, Torque is pretty brutal 
himself, wielding an arsenal ranging from 
a simple shiv to guns, explosives, some 
improvised implements, and even different 
sources of light — which monsters dislike. 
There is also a fairly murderous twist: 































4 If you don’t like the camera’s movements, 
you can always go into first-person. Just 
watch your back! 


when Torque’s “insanity meter” maxes 
out, he can temporarily transform into 
a hulking, rampaging beast more akin 
to the monstrosities filling the dark 
around him. 

Even this may sound fairly typical, 
but The Suffering is much more 
ambitious than the average shooter. 
The presentation is wonderful, with 
harrowing audio, solid voice work, and 
a genuinely freakish story. Graphics 
and animations are solid, and the 
enemies are menacing, varied, and 
possessed of decent Al, which really 
seals the deal. Plus, as if all the 
carnage and despair weren't enough, 
memories of his family start to return 
in vivid, hallucinatory flashbacks. 

Then there are the creepy, good 
‘angelllittle devil voices in your head, 
which try desperately to influence your 
NPC interactions. Upon first encounter- 
ing an NPC policeman, you'll hear a 
soft voice urging “Help this man, he 
needs you,’ immediately followed by 


a snarling, evil voice growling “Blow 
his freaking head off!” What you do 
will dictate the game's ending. Not 

all of the NPCs are innocent, either: 





A Torque gets covered in blood while in the 
midst of battle, but it fades eventually. 


Fatal Frame 2 
The Suffering 


Max Payne 2 
Silent Hill 3 
Devil May Cry 2 





“OF THE SHADOWS AND EVISCERA T 





ER NOW WHEN. SOME HIN 








eee 
4 In what ey sick, twisted, horrible 
universe does this count as Miss April in a 
swimsuit calendar? 


4 Torque can morph into a savage, hulking 
beast form, but does this happen in the 
“real” world, or just in his own mind?) 


A Mainliners give off a sickly glow from their 
needled backs, and can spawn from pools 
of water. 


one of the more interesting NPCs 

is a well-spoken “doctor”, clearly a 
psychopathic butcher from a bygone 
era, who presents himself to Torque 
in the form of a tinny, warbling image 
from old movie-projectors. The game 
may actually have more dramatic 
detail and archive-based backstory 
than it needs, but it never drags the 
action down. 

There's even some cool bonus 
material, including a documentary- 
styled “Inside a Haunted Prison” video 
about a particularly grim period of 
early American penal institutions. 

The Suffering is definitely Midway’s 
darkest venture to date, and is a good 
example of developers regarding their 
work as art as well as entertainment. 
CHRIS HUDAK 


PSM BREAKDOWN 


4 NPCs can often help you out — if you 
don’t listen to the voice in your head that 
says to slaughter them. 


4 The environments are cold, hard and grim, 
much like the action. This is one scary alley, 
and it isn’t even dark! 


FINAL SCORE © 








VERY GOOD 
Despite one or two mechanical wobbles, this 
. is a good mix of action and dark adventure, 
with some nifty extras. Fans of the spooky 
stuff will want to add this to the collection. 





An up-cl 
the amet 














¥ This is definitely 
a Mature game, 








the salty language 
| and spooky 
storyline. 







4 Each enemy in the 
game has markedly 
different abilities. These 
Slayers can climb on 
walls and ceilings like 
giant, undead spiders. 
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se REVIEWS 


A Admire the “beauty” in the rusty details 
of this nasty old gym. You can almost smell 
the stink through your’ TV. 









A How well you handle sparring, the heavy 
bag, etc., determines how many points you 
can add to your fighter’s attributes. 


CREATE © BOXER 
FUNG WEAR =fitcr 


mir Quin 
o 


A Green hair, tattoos.., make your fighter 
look as insane as you want. 


| 
A The round card girls are dead sexy... 
unfortunately, they don’t fight in this game. 


his year’s boxing game 
from EA is a hipper, 
urban-flavored take on 
the sport, and there’s a 
good reason it isn’t called 
KnockOut Kings — Fight Night is more 
about taking your no-name fighter 
on the long trek to world champion- 
ship, rather than playing as one who's 
already established his dominance. 
Sure, like KO Kings, Fight Night 
features a selection of 32 real fight- 
ers, from featherweight to heavy- 
weight. You get Felix Trinidad to Ali. 
Legends aside, it is the comprehen- 
sive career mode that separates this 
contender from the bums. Beginning 
with an impressive create-a-boxer 
option (no face-mapping option, 










Once you've gotten 
the hang of throwing 
punches using the 
right analog stick, this 
becomes one of the 
best boxing games ever. 








but amazingly detailed), you must 
advance through 50 ranked oppo- 
nents, unlocking items along the 

way and earning money. Everything 
from fancy new shorts to laser 

show entrance effects is for sale. 

In between fights, you must earn 
attribute points in four training mini- 
games, which simultaneously help you 
master the controls. 

Which brings us to Fight Night’s 
new “total control system?” Players 
move with the left analog stick, and 
throw all their punches (hooks, jabs, 
and uppercuts) with the right. It’s 
elegant, and necessary to master 
— requiring a fair amount of practice 
before you are seamlessly moving, 
blocking, and throwing punch combi- 
nations. The optional control schemes 
with punches mapped to the buttons 
bring back the snap and responsive- 
ness not found in the analog punch 


controls, but these feel tacked on. The 
game itself doesn’t reward button- 
mashing, either. Like the real sport, 
effective counter-punching is key. 
Punch-happy fools with no defense 
won't make it out of round two. 

Otherwise, everything’s as you’d 
expect from EA sports. The graphics 
and animation are solid, the camera 
is well-balanced, and knockdown 
replays capture all the sweat, blood, 
and punishment the sport offers. 
The sound effects are average, but 
the Chris Rock sound-a-like who 
announces the bouts brings good 
energy to the game. The soundtrack 
is limited to rap and hip-hop music, 
and would have benefited from more 
music like the orchestral samples 
lifted from Rocky by remix-master 
Puff Daddy and used in the game's 
signature tune. 

Clearly a lot of thought went 

into the design and pre- 


PS 


FINAL SCORE 
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VERY GOOD 


Not for the Soul Calibur crowd, this boxing 
sim may put off casual pugilists looking for 
arcade fare. Real fans of the sweet science 
will tape up and settle in. 





sentation. Even your corner men offer 
helpful commentary, and of course, 
you can also do battle online. While 
there's still some room for improve- 
ment in future iterations, the Fight 
Night team did their homework and 
nailed the important parts right in the 
kisser. LLOYD MCCANN 








HOW IT STACKS UP 
Fight Night 2004 

KnockOut Kings 2002 
Rocky 

KnockOut Kings 2001 
Tyson Heavyweight Boxing 









wn nvr oq 





¥ Recovering from a knock down no longer 
requires sadistic button-mashing. Now you 
have to “re-align your vision” using the 
analog sticks — it’s easier if you focus on the 
EA logos on the ref’s shirt. 





ALL-STAR 
BASEBALL 2005 


GAME INFO 


1 ou 


The new batting meter 
takes some getting used 
to, but once you learn its 
subtleties, you can cause 


Walking a line between 
innovation and irritation 


all sorts of problems for 
the defense. 







PUB ACCLAIM | DEV ACCLAIM | TYPESPORTS | MAX PLAYERS TWO | ESRE EVERYONE — 





REVIEWS ¢s 







4 The play-by-play commentary is noth- 
ing exciting, except when the announcers 
get talking on a side topic. They’Il talk 
through an entire inning while you play 
the game. It’s actually kind of cool. 











A Strike! Be careful when working the 
inside of the plate. Throw too many bean 
balls, and the batter will put down his 
bat and charge the mound. 


eRe 
te 5 





A There’s a tutorial that teaches you the 
nuances of the game, including how to 
preload throws when fielding. 





t times, All-Star 

Baseball 2005 will daz- 

zle you with flashes of 

brilliance. Yet seconds 

later, it will infuriate 
you with its many rough edges. This 
roller coaster ride is entertaining for 
the most part, but doesn’t offer the 
consistency that’s the hallmark of a 
great sports title. 

On the innovation side, the A//- 
Star Baseball series has taken strong 
strides in terms of presentation and 
gameplay. The camera work is much 
better this year, with a genuinely 
exciting new viewpoint called “fielder 
cam” that has a dramatic effect on 





fs ; ; 
A Controlling fielders from their point of 
view is a lot of fun — when the camera 
doesn’t cheat you away from a good view 
of the ball. 





fielding. The batting meter has been 
also been tweaked with 3D direc- 
tional control that, when combined 
with pitch-prediction, adds a layer 
of strategy to each swing. Some 
purists dislike batting meters, and 

if you're one of them, this isn’t for 
you, but for those of us who appreci- 
ate certain videogame elements in 
our sports games, ASB’s interface is 
well implemented. 

The dilemma is that these innova- 
tive features each have an irritating 
side effect. The redesigned camera 
often leaves you with a first-class view 
of your fielder and an economy-class 
view of the ball as it rockets onto the 
screen at the last possible moment. 
When you're trying to snag a ball 
flying to the fence, this can be excep- 
tionally frustrating. Likewise, the bat- 
ting meter isn’t as intuitive or as visu- 
ally clear as we'd like. It’s good, but 
not nearly as polished as it could be. 
Also, the realism is marred by occa- 
sional Al lapses. Fielders make impru- 
dent throws from the outfield and 
occasionally even hurl the ball into 
the infield, where it lies untouched as 
the base runners gleefully saunter to 


oO" 
"AT BAT: THOMAS 


A Of course, if you don’t like the 3D bat- 
ting cursor, you can always drop back to the 
standard 2D interface. 


home plate for the cheap runs. 

Even though ASB has depth, trivia, 
a variety of gameplay modes and 
online play, the extra modes also suf- 
fer from the same innovation/irritation 
bipolarity. The franchise mode, for 
instance, includes unique features, like 
modifiable player progress and a load 
of clever management features, but 
its presentation and navigation isn’t 
nearly as smooth as the competition 
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and the clutter makes it too easy to, 
lose track of what you're supposed 
to do next. Also, the other gameplay 
modes just don’t offer the addictive 
playability we crave in the best sports 
mini-games. 

Overall, ASB is a respectable 
example of old school baseball with 
some nifty new features tacked 
on. Unfortunately, the unpolished 
aspects of those same features keep 
this game from playing in the same 
league as this year’s PS2 best, MVP 
Baseball 2004. JoHN MARK CUSEY 











HOW IT STACKS UP 


MVP Baseball 2004 
MLB Siugfesst 20-04 
All-Ster Baseball 2005 
MLB 2005 
ESPN Baseball 


GOOD 


Some fun new features will make this. game 


appealing to ASB fans, but too many flaws 
keep it from being a serious contender for 
the rank and file sports gamer this year. 
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"ONE OF OUR MOST-~WANTED 
GAMES OF 2004" 
- IGN 


Y A 
TEMEIa0 







Visit www.esrb.org 

or call 1-800-771-3772 
| for more ratings 
22aE information. 


| RATING PENDING 













Featuring COLD's 


“With My Mind” Music Video. 


Xeox  PlayStation2 + G/DMIDWAY 















HE MINDGATE CONSPIRACY 


| 
| 
| 
| 
| 
| 
| 
| 
} 
| 


YOUR’ MIND iis THE f2 7. 
ULTIMATIE WEAPON. 


Psi Ops: The Mindgate Conspiracy © 2004 Midway Amusement Games, LLC. All rights reserved. PS! OPS: THE MINDGATE CONSPIRACY, MIDWAY, and the Midway logos are registered fare of Midway Amusement Games, LLC. Used 
by permission. Distributed under license by Midway Home Entertainment inc. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox logos are either registered 
trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. Screen shots shown are from the Playsttion@2 entertainment console system. 
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4 We wonder: do we really need to terror- 
ize a penguin that’s just guarding its nest? 


A The crocodiles are back, but now Harry’s 
packing some serious boomsticks. 


A Harry uses his ice picks to climb %& 
and to execute a spinning attack. 
| 


Y There’s a full physics system in place, so 
swinging vines and collapsing bridges look 
great, if hazardous. 


A slrange mixture of the good, the awkward and the annoying 


eviving one of the best- 
known (and oldest) 
videogame licenses in 
the book, Activision has 
rekindled the flames 
beneath the newly remade Pitfall: The 
Lost Expedition (once known as Pitfall 
Harry) with a modicum of success. 
There is little resemblance here to 
its early Atari 2600 form. Pitfall is now 
fleshed out with lush, full 3D environ- 
ments and spruced up with tongue- 
in-cheek humor and some interesting 
control mechanics. The game has its 
distinctive moments, but with each 
success comes some equivalent let- 
down. Pitfall feels like a “lite” version 
of the Raiders of the Lost Ark films, 
but it never really reaches above its 
faults and is not likely to create as big 
a sensation. 
Everything about the game's visual 
design reeks of goofy fun. From the 


first cutscene, in which Harry tries 
hopelessly to seduce a female pas- 
senger, the use of screaming monkeys, 
grunting wildmen, and Harry’s overall 
cavalier attitude help to create a sly, 
light tone. It’s designed less like a 
typical platform collect-a-thon, and 
more like a light-hearted puzzle-solv- 
ing game with combat. Harry pro- 
gresses through five major locations: 
the Jungle, Native Territory, Snowy 
Mountain, and on to Caverns and 
Ancient Ruins, using aimixed control 
system that feels good in some areas 
and frustrating in others. 

Here's how it works: players can 
maneuver Harry’s arms using the 
right analog stick. Thus, players can 
use Harry’s arms to scoop up water 
with a canteen or to illuminate a dark 
passageway with a torch, among 
other cool tricks. Sometimes, it’s good 
fun, as when Harry uses ice picks to 


climb on walls and to perform a spin 
attack, or when he grabs an inflatable 
raft, which players can paddle to the 
desired spot by spinning the analog 
sticks. On the down side, for that one 
neat unique ability, players must adjust 
to using an awkward and frustrating 
camera system that inadvertently 
highlights control while swinging, bad 
collision detection, and numerous 
other rough spots. 

The predominant sorts of puzzles 
are task oriented: go there, collect 
that, unlock door, but others are 
far more physical and interesting. 
Harry’s TNT and slingshot are nearly 
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& 


A The classic rolling Goulden trick i is straight 
from the scenes of Indiana Jones. 


‘A The classic pitfalls will now regurgitate 
Harry if he’s skilled enough to get out. 





always useful and fun, and “puzzles” 
involving transforming into a monkey, 
penguin, and a scorpion provide hilari- 
ous laughs. 

In all, Pitfall: The Lost Expedition 
is a mixed bag of an adventure. With 
every likeable part, there is something 
that'll annoy you. nouGLASS Cc. PERRY 





HOW IT STACKS UP 


Beyond Good & Evil 
Prince Of Persia; TSOT 
Indiana Jones: ATET 
Pitfall: TLE 

Tomb Raider: TAOD 





OKAY 


An average adventure with a good sense 


of humor, Pitfall: The Lost Expedition is 
aimed at a slightly younger, less discerning 
age demographic. 
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RAINBOW SIX 3 


Fairly good and fairly tactical, but just not pretty 
Nyy, 








riginal PlayStation 
owners probably won’t 
have such fond memo- 
ries of the Rainbow 
Six series, whose two 
PS entries were pretty awful. But 
Rainbow Six 3, while not without its 
faults, has a barrage of attractive 
features, from three-on-three online 
play, headset support, a two-player 
split-screen mode, extra levels and 
more. Compared to the range of PS2 
first-person shooters, it’s a solid, 
engaging game. But it’s not quite the 
addictive, must-have gem it was on 
Xbox. So if you have both systems, 
you might want to think twice about 
getting the PS2 version — man, the 
truth hurts sometimes. 
Rainbow Six 3 is a tactical, 
squad-based FPS in particular with 
a focus on fast, intense firefights in 
close-range areas. Offline, players 


a a scogbllaborate v with a ha neh 
Mises Soret etternational ml ae Pee 


they can control, command and fight 
alongside through 15 different mis- 
sions. As mentioned, its graphics and 
environmental details can’t compare 
to those of the Xbox version. On the 
other hand, it’s gained a lot of extra 
goodies. The PS2 version includes 
an exclusive level, Trieste. Also, those 
without an online connection can 
hook up with a partner in the newly 
added split-screen mode and chase 
down terrorists with abandon. These 
new additions give the PS2 something 
the Xbox and PC version don’t have. 
The single-player missions are all 
basic, with few surprises. You'll get 
objectives such as kill all hostiles, 
search and rescue, and rescue and 
protect missions and a smidgeon 
of other variations. On its own, the 
single-player game would be pretty 
dull, but the four man squad adds a 
whole new level of intensity. Players 
can command their teammates to 
blow down doors, frag, smoke, or use 
teargas or attack enemies using D- 
pad commands, or they can tell them 
what to do using 90-plus voice com- 
mands via the USB headset. 


Online, players can show their 

mettle in three modes of play. There's 
Survival, a last-man standing game; 
Team Survival, which is the same as 
survival, but with the last team stand- 
ing, and Sharpshooter, the time-held 
tradition of Deathmatch with imme- 
diately re-spawning characters. Like 
the PC and Xbox versions, the online 
arenas are modified, meaning they're 
stripped-down versions of offline lev- 
els. It's a bummer that Ubisoft could 
only get three-on-three online play 
(instead of the eight-on-eight Xbox 


version), but the combat is still intense, 


competitive and addicting. The lobbies 
are well set up and it’s relatively easy 
to find a game and get going without 
too much fuss. DOUGLASS C. PERRY 


A Tired of the single life, the Grim Reaper decided to “liven” things up by swapping his drab, 





a “a 3) 
A Detail is notably less impressive than in 
the Xbox version. Man, we hate that... 


A It’s critical to deploy your team properly while securing a hostile area. 


daunting black robes for a warmer, more approachable, blood-red ensemble. 


FINAL SCORE 
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GOOD 


If you don’t own an Xbox, this is probably 
worth your while. If you do own one, get 
the Xbox version. 





A Success means never sending a man in 
motion without having someone covering 
him in case a firefight breaks out. 





SOCOM II 
Ghost Recon: Jungle Storm 


SWAT Global Strike Force 
Rainbow Six 3 
Fugitive Hunter: WOT 
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» A Special effects? Yeah. 
We got that. 


A Guns and blades aren’t your only 
weapons: both characters are a little 
bit superhuman as well. 











lending a science fiction 
setting with hectic 
gameplay that features 
dozens of enemies 
onscreen at a time, 
Crimson Sea 2 expands upon most of 
the Xbox original’s strongest aspects. 
While we're sorry to see the 
concept of Al-controlled, squad- 
based action (but not the annoying 
squad mates you started out with) go 
by the wayside, the improved controls 
and added multiplayer options are 
a huge blessing. The first game had 


Technically, F) 


some serious control issues, but now, 
not only can noble supersoldier Sho 
and spicy newcomer Feanay move 

in a much smoother, more precise 
manner, they can also be played by 
two human users at the same time 
in co-op missions or head-to-head 
versus mode battles. 

There are over 60 open-ended 
missions, but Crimson Sea 2 still isn’t 
without a few shortcomings. For 
gamers not into the Dynasty Warriors 
style of gameplay, for instance, the 
experience can get pretty repetitive. 


A There are often dozens of enemies 
onscreen at once, but the bosses 
usually take up the whole screen 
themselves. Scary! 


‘A Sho fights with guns that sprout light 
Th E Ss Cr CE nl saber-like energy blades when needed for : 
melee attacks. Luckily, this is a sci-fi game, 
funs red... and it’s not something that our own Bill & 


Donohue can go out and buy. 


Also disappointing are the rather 
straightforward mission assignments 
and the slight graphical decline 
because of the hardware change. 
Crimson Sea 2 still looks and plays 
great; with as many as 150 exotic 
enemies on the screen at the same 


PTS PUB KOE! | BEV KOEI | TYPE ACTION | MAX PLAYERS TWO: | ESRB RATING TEEN 













time and lavish special effects bursting 
all around you. 

Crimson Sea 2 may not be the 
most original title around, but it proves 
why Koei gave the series another 
chance — it’s just plain fun. 

JEREMY DUNHAM/ERIC BRATCHER 


PSM 


FINAL SCORE 


GOOD 


Repetitive and somewhat clichéd, the action 
is still pretty intense and the multiplayer 
options really help the fun. 








could waste you with 
big, metal fists; this 
giant scythe for 


GAME INFO PUB SEGA | DEV ADRENIUM GAMES | TYPE ACTIOI AX PLAYERS ONE | ESRB RATING TEEN 


amurai Jack has become 
a staple of the Cartoon 
Network, and has earned 
fans around the world 
with its humble stories 
and elementary animation. This, Jack’s 
first PS2 incarnation, follows the basic 
themes of the cartoon series. Jack 
is a samurai who has been sent into 
another time by his arch-nemesis, 
Aku. Thus, he spends his days looking 
for a time portal to return home. 

As the game opens, Jack encoun- 
ters a woodland creature whose entire 
village has just been destroyed. Jack 
immediately runs to help with katana, 
shuriken, and bow and arrow in hand. 






A Aku’s minions are robotic in nature, 
which gives the game an interesting, 
samurai-and-cyberpunk feel. 


Being a samurai, Jack can use his 
mystical chi to. slow down the world 





FINAL SCORE 
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A Up close, Jack wields some very nifty combo 
attacks, and can even slow down time. 


Re 
ry 
\ 


A The game’s looks are very faithful to the 
cartoon. Unfortunately, it makes for some 
primitively-styled graphics. 


Samurai Jack 
meets Simple 
Simon 














around him, letting him dash in and 
out of battles before enemies have a 
chance to react. 

The graphics are both faithful 
to the source material and overly 
primitive, but the main problems with 
SamuraiJack are its short duration 
and solid, but too basic, gameplay. 





OKAY 


Samurai Jack: TSoA is a good game if its 
intended audience is fans of the cartoon, but 
mature players will likely find it too repeti- 
tive, derivative and short. 





Jack can power up his sword and 
arrows with elemental magic, but the 
changes seem to be merely cosmetic 
and don’t affect gameplay much. An 
assortment of combos and the time 
dilation ability help a bit, but things 
quickly begin to feel too redundant, 
and then the game ends long before 
you've gotten your money’s worth. 
With higher quality games out there, 
like Maximo vs. Army of Zin, Sega's 
own Nightshade, or even the latest 
Spongebob game for the young-uns, 
there's just not enough here. 

DOUG TRUEMAN 








",.Offers up the deepest 
dungeon crawling experience in 
the console universe to date." 


4 


4.5 out of 5 3 Stars 
4.5 out of 5 


“_.endlessly replayable 
hack-n-slasher." 


5 out of 5 


"_..online multiplayer capability Ly, 
is just jaw-dropping" “apa 
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A Simulating games with GameCast lets you 
jump into an inning at any time. Test your 
skills when the chips are really down. 






- 


A Boston’s Johnny Damon gives the anchor 
of New York’s vaunted infield something to 
think about. 


L a) ae aa 


A Your fielders can kick in their turbo 
boosters when running down a long ball. 
You can even control fence-climbing, 
SportsCenter highlight reel catches. 


A swing and a miss 


GAME INFO 





PUB SEGA | DEV BLUE SHIFT | TYPE SPORTS | MAX PLAYERS TWO | ESRB EVERYONE 


A The new confidence meter can 
put your players on a hot streak or 
send then deep into a seventh inning 
funk after a few bonehead plays. 


BASEBALL 














SPN (formerly Sega 

Sports) has aggressively 

added innovations each 

year, forcing sports jug- 

gernaut EA to produce its 
best work in more than a decade just 
to keep pace. Thanks in no small part 
to ESPN, we're living in a Golden Age 
of sports gaming. 

This year’s ESPN Baseball, unfor- 
tunately, is the franchise's biggest mis- 
step in years. While this edition adds 
key innovations and its core is built 
on the excellent World Series Baseball 
series, it just doesn’t keep up with the 
sweeping improvements found in MVP 
Baseball 2004. 

Take, for instance, the new first- 
person gameplay. In ESPN Football, 
this feature was an innovative and 
satisfying extra that added consider- 
able “wow” factor. In baseball, how- 
ever, the mode is hardly worth visit- 
ing, even for novelty’s sake. The new 
pitching meter controls the intensity 
of each toss and adds a dash of strat- 
egy, especially late in games, but it 
isn’t nearly as exciting as MVP’s swing 
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meter on a pitch-by-pitch basis. 

The rest of the gameplay is work- 
able, but it falls short of MVP. The key 
differences are in the core gameplay. 
There's simply not enough to do on 
every play and the fielding control 
isn’t as tight or as intuitive as the 
competition, even with a new turbo 
boost button. Batting, the heart of 
any good baseball game, is remark- 
ably unremarkable this year. 

ESPN Baseball shines, however, 
in its General Manager mode, which 
appeals to both hardcore baseball 
fans and those who take the sport 
a little less seriously. You're given 





PS 


FINAL SCORE 


defined goals to accomplish with 
rewards (like bonus salary cash) that 
have substantial impact on your 
team’s future. We also loved the 
GameCast feature that enables you 
to watch simulated games and join 
at any point in the action. Jumping 
in with two out in the bottom of the 
ninth to win a game is truly rewarding 
for even the laziest glory 
hound among us. 

Other impressive fea- 
tures include the play-by- 
play commentary (typical 
ESPN excellence), online 


4 The pitching interface 
enables you to choose the 
intensity of every pitch. Gun it 
too much in the early innings 
and even the oldsters will 
work you late in the game. 


GOOD 


This is a solid overall game, but it doesn’t 
feel like it ever really gelled. MVP is the 
better pick this year. 








HOW IT STACKS UP 


MVP Baseball 2004 9 
MLB Slugfest 20-04 8 
MLB 2005 7 
ESPN Baseball i, 

7 


All-Star Baseball 2005 





play, and the new confidence meter 
that rises and falls, based on each 
player’s actions. Hot and cold streaks 
become an important part of strategy, 
and will occasionally send you to the 
bench to replace an iced-up starter. 
Aside from those improvements, the 
gameplay, graphics and overall feel of 
this title are simply ordinary... which is 
below the usual ESPN standard and 
well below the competition from MVP 
2004. JOHN MARK CUSEY 


6 
REVIEWS °¢ 
6 
GAME INFO PUB SONY | DEV 989 SPORTS | TYPE SPORTS | MAX PLAYERS TWO | ESRB EVERYONE 


= 







mi (STEER 
i 


jeaatet eas, 
CHE agpaneeres” 
HY = Beaeaeteze” 








PEssshinswe e+ f S iaille 





A The player models in MLB 2005 are 
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> This year’s MLB is a 
heater right down the 
middle, but a few 
glitches keep it from 
swinging for the fences. 


MLB 2005 


veryone who’s just made 
the biggest comeback in 
sports game history raise 
your hand... um, not so 
fast, 989. Sony’s in-house 
sports studio has been tenaciously 
climbing out of the Valley of Also-rans 
since its less then stellar PS2 debut, 
and they’ve almost made it — almost. 
While this game is stunningly 
improved, a few major issues mean 
989’'s return isn’t quite triumphant. 

In most areas, MLB 2005 
rebounds from last season’s dismal 
outing with a dramatic makeover 
that includes too many improve- 





ae 


sien. Xs 


Ba 


r 





989 Sports finally makes if back 
fo the big leagues... well, almost 


vastly improved over last year’s version. 
They're now on par with the best in 
baseball videogames. 





A It’s not as easy to throw strikes as last 
year... but it’s still pretty easy. 





field, we still had a blast just simulating 
our way through the season as well. 





ments to list in a single review. Long 
suffering fans of this series will be 
thrilled to see the graphics, gameplay, 
sound, depth and presentation 
dramatically reworked. The player 
models are more realistic, the 
animations improved, and frankly, 
everything about this game looks and 
sounds better. 

The gameplay is also superior. 
You can now control bat location, as 
well as the timing of each swing. The 
enhanced pitching controls make the 
sweet spot of the strike zone a little 
tougher to hit. Even the fielding is 
tighter, for the most part. Although 
it never approaches MVP 
2004's sleek control, it’s still 
a huge improvement. 

The most exciting 
innovation, however, is the 
game's obsessively detailed 
franchise mode. It’s even 
deeper than Madden’s 
Owner’s mode and sleek 
enough to deserve its 
own sports strategy game. 
You can even use the 


es 


A You can use the EyeToy to scan you 
face onto a future superstar — just 
remember that you have only yourself to 
blame if he looks idiotic. 


extensively supported, PC-connected 
online mode. There's no end to this 
game’s depth. 

Unfortunately, MLB 2005 also has 
some serious Al problems. The more 
we played, the more glitches and 
stupid decisions popped up. Fielders 
refusing to pick up live balls, catchers 
watching balls roll by, umpires missing 
clear calls, and defensive Al that isn’t 
programmed realistically. For exam- 
ple: on a rundown, the fielders won't 











pursue, they just throw the ball back 
and forth. With timing, patience and 
skill, you can exploit this Al hole and 
round the bases on any legitimate hit. 
There's an outside chance Sony could 
still squash some of these bugs before 
the game hits shelves, but odds are 
slim. These niggling shortcomings take 
some of the luster of an otherwise 
stunning comeback, but it still seems 
as if 989 Sports has finally clawed its 
way back in contention with the best 
in baseball. Good job, guys. We're 
glad to have you back. 

JOHN MARK CUSEY 










HOW IT STACKS UP 


MVP Baseball 2004 
MLB Sluofesst 20-04 
MLB 2005 

All-Star Baseball 2005 
ESPN Baseball 








GOOD 


PSivi 


MLB 2005 is a strong return to form for 989 
Studios, but despite incredible depth and 
improvement, hardcore baseball fans will be 
frustrated with the game’s Al failures. 


A Pressure sensitive buttons control the 
velocity of your throws. A sore thumb is a 
small price to pay for the occasional frozen 
rope throw to beat out the runner. 


Eye Toy to put yourself in the game 
and play through a Career mode... 
and we haven’t yet touched on the 


FINAL SCORE 
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A A dancing game where you can 
actually watch yourself acting like a 
goofball — upon further reflection, 
this may not really be progress. 
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A The special effects can be very 
trippy. Hey! We've got a fever, and 


the only thing that can cure it is 
MORE COWBELL! 


EYE TOY: GROOVE 











ony’s Eye Toy peripheral, 
the USB camera that sits 
on your TV and enables 
you to interact with 
CPU-generated images 
onscreen, is back. This time, the focus 
is on getting players to dance — or, 
barring that, to at least flap their 
arms around in time with the music. 
There are over 20 songs from 
which to choose, ranging from Jessica 
Simpson and Madonna to Village 
People, Fatboy Slim, and Kool & the 
Gang. Gameplay actually closely 


A The included music videos range 
from the bilingual “The Ketchup 
Song”, to the bizarre office favorite 
“Starlight” by Supermen Lovers. 


Boogie down, PS2 
party people! 


PUB SONY | DEV SONY | TYPE RHYTHM ACTION | MAX PLAYERS TWO | ESRB RATING EVERYONE 


a rare 





1 Z = ~ 
ee =I ‘ 


A Two dancers can even play at once, although we don’t 
recommend wearing the same clothes — it’s just too geeky. 








resembles Whack-A-Mole, or Sega’s 
Samba De Amigo games: two to 

six targets encircle the screen like 
the numbers on a clock, and blobs 
with happy faces on them burble up 
from the center and move toward 
the targets. Players try to “hit” each 
target at the exact moment a happy 
face hits it. Once in awhile, the game 
mixes things up by goading you into 
striking a rock star pose (which is 
then photographed) or by awarding 
you several seconds of Freestyle 
time, in which your movements are 


given a special effect and also filmed. 
And that’s pretty much the size 

of it. There are a few variations: 

four levels of difficulty, support for 

two players at once (cooperating or 

competing), a dozen or so videos 

you can watch, and “make your own 


dance routine” options, but it’s really 
just about the main game. Which 

is fun, but weakened by a lack of 
variety, strangely long load times, 
and motion perception that’s a bit 
too unforgiving, even on the easiest 
level. ERIC BRATCHER 


PSM 


OKAY 


The Eye Toy is still finicky to adjust, and the 
game is both very, very simple and remarkably 
tough. Still, when properly tuned, this is fun 
stuff, especially for partygoers. 


a \ =) wt) SS 








These ladies let the lead fly, but 
many of the enemies would rather 


just stand there than attack you. cre é 


PUB EVOLVED GAMES | DEV REBELLION | TYPE FPS | MAX PLAYERS FOUR | ESRB RATING MATURE 





ee e's : 
he film Judge Dredd infuri- 
ated fans of the comic 
book because it didn’t 
do justice to its source 
material. And unfortu- 
nately, this game is likely to do the 
same. Dredd vs. Death starts out 
promisingly enough: players control 
Dredd, the hard-edged judge, jury and 
executioner in a dystopic metropolis 
called MegaCity One. Armed with 
his Lawgiver pistol, which lets him 
choose between standard bullets, 
high explosive, armor piercing, 
incendiary, homing and even ricochet 
rounds, Dredd must lay down the law. 
There's actually some comedy here 
— suspects can be given two years for 


possession of a hamster without a 
license, so there’s a reason to arrest 
almost everyone. 

The most damning flaw in Dredd 
is that it’s riddled with poor design 
decisions and half-implemented 
ideas. Players carry two weapons 
(like Halo), but the Lawgiver pistol 
can’t be swapped out, and when it 
runs out of ammo, it’s useless. The 
rag doll physics are exaggerated 


PS 
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A Dredd shows off his wicked cool sense A Graphics vary in quality from humdrum to 
of style. legitimately beautiful. 


JUDGE DREDD: prend vs. DEATH 
Somewhat creddful... 















and inaccurate, and very few of 
the game's enemies actually return 
fire — most are strangely tranquil 
zombies, vampires and skeletons, 
who give players nothing to do but 
mow them down. Graphically, some 
rooms are lovely, some are blah, and 
the framerate is all over the place. 
The offline co-op and multiplayer 
modes are the game's true strengths, 
but to unlock them players will have 


to wade through eleven levels of 
single-player tedium. Dredd vs Death 
is okay in the short term, but there 
are far too many superior FPS out 
there. nous TRUEMAN 


$0-SO 


Rent it if you must, but your money would 


better spent on the comic books. ; a 
peibetter oe A We know not everyone has a Network 


Adaptor, but split-screen somehow just isn’t 
enough anymore. 


n Magic. 


DRAKENGARD 


@ red Soldiers...they are 


POTS PUG SQUARE ENIX | DEV EAVIA | TYPE ACTION | MAX PLAYERS ONE | ESRB MATURE 


<4 Drakengard 
has a whopping 
60+ weapons, 
each with a spe- 
cial power and 
back story, and 
you can swap 
between them 
mid-battle. 


A There’s plenty 

of blood in 

Drakengard, 

but the 

(ahem) unusual 

relationship that 
y Caim and his 

sister are hinted 

at having is way 

more gross. 


Medieval death from above... and face to face 


on-foot melee 

mayhem of Koei’s 
Dynasty Warriors games, with 
the dragon-flying, fire-belching, 
airborne combat of a Panzer 
Dragoon or Drakan: The Ancients’ 
Gates. Unfortunately, both of the 
game's modes suffer from some 
serious setbacks. 

Drakengara’s premise is basi- 
cally borrowed from the movie 
Dragonheart, except the dragon 
sounds like a weird old lady 
instead of Sean Connery. Caim 
(rhymes with “time”, not with 
“maim”) is a wild-eyed soldier 
who magically bonds himself to 
a dragon. They fight together 
against an evil Empire that has 
kidnapped Caim’s sister, Furiae, 
who happens to be a goddess. 

The ground missions play like 
a poor man’s Dynasty Warriors. 
The graphics aren’t as detailed, 
draw distance is simply awful, 
level design is so-so, the music 
is interesting, but redundant, 


Dynasty Warriors 4 XL 
Crimson Sea 2 

Drakengard 

Drakan: The Ancients’ Gate 
Dragon Rage 


and enemy Al is lacking at best. 
Also, because you don’t have an 
army fighting alongside you, and 
enemies just wait in position for 
you to arrive, the battles don’t 
ebb and flow dynamically like 
the battles in DW. In combat, 
your combos seem too basic, 
though this issue recedes a bit 
as your weapons power up. 
Speaking of which, there 
are over 60 weapons, each 
with a unique special attack, 
like spewing fireballs or turning 
you invisible, and you can carry 
up to eight of them at a time, 
switching between them at will. 
Dynasty Warriors could actually 
use that, as well as Caim’s side- 
ways dodge and the ability 
to call upon a secondary 
character's help in a pinch. 
Sometimes, you can also 
jump onto the dragon and 
strafe during ground mis- 
sions — that’s fun stuff. 
Grandma dragon also 
takes center stage during 
the aerial missions, which 
are pleasant, but compro- 
mised by lame enemy designs 
and a target lock that constantly 


argues with you about what 
your current target should be 

— which can be a pain, because 
your movement is relative to 
your target. 

There are also odd interac- 
tive cut scenes, which adopt an 
isometric camera angle and give 
the distinct impression that they 
were either tacked on or were 
originally what the entire game 
was supposed to be. Ultimately, 
Drakengard underachieves in 
most areas, but it does deliver 
the action, it’s fairly long, and 
the weapon variety and leveling 
is great. Just don’t expect Final 
Fantasy quality, and you can 
have fun with this. eric BRATCHER 


1) 


A The graphics are okay, but pop-up 
is everywhere, and there’s some bad 
slowdown at times. 


PSivi 
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OKAY 


Drakengard is definitely a cut or 
three below usual Square Enix 
standards, but hack-and-slash fans 
will still find plenty to love. 
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A No bike game would be complete 
without wheelies and endos. 


A Corporate sponsorship goes to 
new heights in MTX. 


A The helmet cam shows exactly 
what it’s like to be a pro biker. 





MTX: 





AOTOCROSS 


A party on two wheels! 





TX: Motocross is 
Activision’s latest 
offering in the 
extreme sports 
category and, while 
it’s true that it can’t live up to the 
incredibly high standards set by 

Tony Hawk, it definitely puts its best 
knobby tire forward. The game is your 
standard racer: players tear around 
motocross and supercross tracks, 
winning money and earning sponsor- 
ships for better gear. The sense of 
speed is fantastic and the physics 
engine is solid - except for crashes, 





which break Newton’s First Law by 
showing racers hitting the dirt like it 
were Velcro. 

Activision has worked hard on 
its sense of realism and the racing 
is highly technical. Messing up a 
single jump in the later courses is 
often enough to give the CPU an 
insurmountable lead. Tracks must be 
scouted and practiced, and the fine 
art of preloading a bike’s suspension 
becomes crucial to winning in the 
250cc division. “Elastic Al;’ a staple 
of the racing genre which keeps CPU 
riders close to the player to create 


the illusion of a tight contest, is 
apparently tuned down: it’s possible 
to beat the computer by a whopping 
twenty seconds. 

Our main gripe with MTX: 
Motocross is that the “free ride” 
levels — where players just hop on 





FINAL SCORE 


GOOD 


Fast, furious, but difficult to master, this 
game will have players cleaning dirt out of 
their PS2s. 






their bike and gun it — are not only 
too small and cramped, but also 
locked, negating the very core of the 
“live to ride, ride to live” motif. One 
final bright point is four-player online 
support, which THQ’s excellent MX 
Unleashed lacked. nous TRUEMAN 








Y Cars drive fast. 
Stuff blows up. Us like. 
















0 matter how sophisti- 
cated we might pretend 
to be, there’s a part of 
every gamer that loves 
to yell things like “Dude! 
Awesome!” and watch things crash 
into one another, particularly at high 
speed. Entire franchises are con- 
structed around little more than this, 
and back on the original PlayStation, 
the Destruction Derby series was one 
of the finest. 

Gameplay modes in Destruction 
Derby Arenas have been scaled back 
considerably, with the old standby 
Championship, Wrecking Racing and 
Destruction Bowl modes making the 
cut. However, this clears way for the 








A We could actually do without the Hot 
Wheels-style cartoon characters. 


DESTRUCTION DERBY: ARENAS 


Damage, Inc. goes online 





A There aren’t many single-player modes, but 
20-player online play is our kind of mayhem. 


PUTS §=PUS GATHERING | DEV STUDIO33 | TYPERACING | MAX PLAYERS TWENTY | ESRB RATING TEEN 











best mode: all-new online play for up 
to 20 players. Online modes include 
Pass Da Bomb, where holding said 
bomb racks up points... until it 
explodes, the obligatory Capture 
the Trophy tag-fest, the pure-racing 
Speedway and the admirably vicious 
Last Man Standing. This one is pure 
automotive Darwinism — no clock, 
no power-ups, no re-spawning, 

no nuthin? 


PS 


FINAL SCORE 
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Technologically, the game is brighter 
looking, more arcade-ish and more 
forgiving than ever, and the cars 


seem to take an unbelievable amount 


of punishment without significant 
performance hits. This can actually 
be a little disappointing, particularly 
when you’ve lined up a really wicked 
ram on somebody. There’s also a 
four-player split-screen option, but 
that’s it for the additional modes, so 


GOOD 


Lots of arcade-style crash and bash, but the 


offline game’s rather thin, so online play is 
probably the deciding buy-or-rent factor. 





the fields of offline play are discon- 
certingly bare in the long run. Good 
mindless fun, to be sure, but purists 
may miss the creeping damage of the 
original. CHRIS HUDAK 





A If you think bashing into someone from 
the side is brutal, try dropping down on 
them from above. 








CUT THE CORD! 


Three lag-free ways to free yourself from cords 














Th P li Predato = ve © < petican’s Predator rocks the house 
e elicon f in both shiny silver or basic black, 


M.S.R.P.: $39.99 


imply put, this is our current 

favorite controller, to the point 
that some of us in the office now prefer it to the 
original Dual Shock 2. It’s a tiny bit larger and stur- 
dier feeling, which we like, the @@ and a buttons 
have been moved down and turned into triggers, 
which we love, and the whole thing is coated with 
a very thin layer of vinyl that grips your hands like 
rubber gloves — it’s a great special touch, though 
it can wear off a bit over time, especially on the 
controller’s underside. 

The ® and @ buttons have been moved 
nearer to @ and @,, but we actually came to pre- 
fer them there. We have to admit that we liked the 






A If Sony made a wireless Dual Shock 2, 
it would look just like the AirStyle. 


The Nuby Airstyle 
M.S.R.P.: $34.99 


his controller was one of E3 2003’s more 

obscure treasures, but Nuby wisely 
picked it up for U.S. distribution, and it’s become 
our number two choice in wireless control. Its 
size, shape, and appearance are almost identi- 
cal to the Dual Shock 2, but with a slightly less 
wonky D-pad and an extra bit of blue at the top. 
The plastic around the Ga and @ buttons hangs 
a little lower than on the official pad and could 
conceivably trip you up a bit. Predictably, the 
AirStyle feels almost just like a Dual Shock 2 as 
well — albeit one that can be used from 40 feet 
away — which is a real triumph. 

The only real downsides to the AirStyle are 
that it lacks extras like a Turbo function, and if 
you think the Dual Shock 2 has weaknesses, 
you won't like this either. Also, while the other 
two controllers here have four, user-selectable 
channels, each AirStyle seems to be tuned to its 
specific receiver, so players with more than one 
of them will need a way to keep straight which 
controller goes with which receiver. 


SCORE 


Not many bells or whistles, but a very solid performer 
and the perfect choice for those in love with the Dual 
Shock 2’s design. 








and has a respectable rumble for a 
| wireless pad. 






7"@2 































3D2’s concave analog sticks better, 
but the Predator’s cross-shaped D- 
pad is the best we tested, perfect 
for 2D fighters. Performance is just as responsive 
as any wired controller, the rumble feature is 
robust, and switching channels is a breeze. 


SCORE 


This is our controller of choice. If the Dual Shock 3 
were just like this, we'd leap for joy, and if it had the 
3D2’s concave analog sticks, it would be perfect. 


The 3De2 Wireless 


Controller 
M.S.R.P.: $39.99 





D2 is a relative newcomer to the U.S., but 

if all of their controllers function this well, 
they're going to be just fine. Like the other two 
entries, 3D2’s offering has solid, steady signal 
strength and saves batteries by shutting itself off 
if you leave it sit too long. However, it also adds in 
the ability to make any face button a Turbo button, 
and uses concave analog sticks that we could really 
lock our thumbs onto. It’s light, and the battery 
pack is not at all intrusive. 

There are a couple weaknesses, however. The 
D-pad is less than ideal in both fee! and precision, 
and the ® and & buttons are mashed together, 
making them tough to hit. Plus, the receiver is 
clunky and while you won't do it often, chang- 
ing the signal channel is a real puzzle, involving 
dip switches and — holy N-Gage — removing 
the batteries. = 


£ } 

« The concave analog sticks of the 
3D2 can really make a difference to 
some players. 


Bowie 
SCORE 


A good, entirely functional controller, though a lame 
D-pad and some odd buttons placements hinder over- 
all functionality. 
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SCOREBOARD 


Don't buy 3 game until you check here first! 








SCORE ARCHIVE 


Iss. Month 
83 | Apr-04 
83 | Apr-04 
83 | Apr-04 
83 | Apr-04 
83 | Apr-04 
83 | Apr-04 
83. | Apr-04 
83 | Apr-04 
83 | Apr-04 
83 | Apr-04 
83 | Apr-04 
83 | Apr-04 
83 | Apr-04 
82 | Mar-04 
82 | Mar-04 
82 | Mar-04 
82 | Mar-04 
82 | Mar-04 
82 | Mar-04 
82 | Mar-04 
82 | Mar-04 
82 | Mar-04 
82 | Mar-04 
82 | Mar-04 
82 | Mar-04 
81 | Feb-04 
81 | Feb-04 
81 | Feb-04 
81 | Feb-04 
81 | Feb-04 


81 | Feb-04 


81 | Feb-04 
81 | Feb-04 
81 | Feb-04 
81 | Feb-04 


81 | Feb-04 
81 | Feb-04 
81 | Feb-04 
80 | Jan-04 
80 | Jan-04 
80 |Jan-04 
80. | Jan-04 
80 | Jan-04 
80 | Jan-04 
80 |Jan-04 
80 | Jan-04 
80 | Jan-04 
80 | Jan-04 











Iss. Month 


78 Dec-03 
78 Dec-03 
77-Nov-03 
75, Sep-03 
75 Sep-03 
75-Sep-03 
72 © June-03 
54 Jan-01 
52 Dec-O1 
52. Dec-01 
Si Nov-O1 
50. Oct-01 
47 July-O1 
39 Nov-00 
83 Apr-04 


Game Name 
Cy Girls 
Firefighter FD. 18 

James Bond 007: EON 
Lifeline 

Mafia 

MVP Baseball 2004 

MX Unleashed 

Naval Ops: Commander 
Nightshade 

Onimusha: Blade Warriors 
Romance of 3 Kingdoms IX 
Seven Samurai 20XX 

Worms 3D 

AirForce Delta Strike 
Champions Of Norrath 
Culdcept 

Fallout: BOS 

Ghost Recon: JS 

NFL Street 

Rise To Honor 

R-Type Final 

Star Trek: SU 

Winning Eleven 7 

World Pool 2004 

Wrath Unleashed 

Baldur's Gate: Dark Alliance II 
EverQuest OA: Frontiers 

Fatal Frame 2: Crimson Butterfly 
Final Fantasy X-2 

Intellivision Lives! 

King Of Fighters 2000/2001 
Lowrider 

Lupin The 3rd: TOTSK 

Max Payne 2: TFOMP 

Maximo Vs. Army Of Zin 
Mission Impossible: Operation Surma 
Sonic Heroes 

Terminator 3: ROTM 
Battlestar Galactica 

Cabela's Dangerous Hunts 
The Fairly Oddparents 

Fugitive Hunter: War On Terror 
chack//QUARANTINE 

Harry Potter And Sorcerer's Stone 
The Hobbit 

Looney Tunes: Back In Action 
Manhunt 

Mobile Suit Gundam: EIS 





Game name 


Ratchet & Clank GC 

SSX 3 

Jak Il 

Madden NFL 2004 

NCAA 2004 

AV ge- bie ce)( 116) 

Midnight Club I! 

Final Fantasy X 

MGS 2: Sons Of Liberty 
“Tony Hawk's pro Skater 3 (P52) 

Devil May Cry 

Madden NFL 2002 (PS2) 

Gran Turismo 3 

SSX (PS2) 

MVP Baseball 2004 





Score 


NOU MNANWAAUHTWMWODMDNUHDHIYMOMWMDMAYHDOMIANODDDOAAADADANOO DOA © 


HIGH SCORES 








Genre 


Action 
Adventure 
Action 
Horror 
Adventure 
Sports 
Racing 
Action 
Action 
Fighting 
Strategy 
Action 
Strategy 
Air Combat 
Action/RPG 
Strategy 
Action 
FPS 
Sports 
Action 
Action 
Action 
Sports 
Sports 
Action 
Action 
MMORPG 
Horror 
RPG 
Collection 
Fighting 
Rhythm 
Action 
Action 
Action 
Action 
Platform 
Action 
Action 
FPS 
Platform 
Action 
RPG 
Adventure 
Adventure 
Action 
Action 
Action 


Score Genre 


ue) 
10 
10 
10 
le} 


Action 
Racing 
Action 
Sielelacy 
Sports 
Fighting 
Racing 
RPG 
Action 
Sports 
EXatea) 
Sports 
Racing 
Racing 
Sports 





Publisher 


Konami 
Konami 

EA 

Konami 
Take Two 
EA Sports 
THQ 

Koei 

Sega 
Capcom 
Koei 
Sammy 
Acclaim 
Konami 
Sony Online 
NEC/Capcom 
Vivendi Un. 
Ubisoft 

EA 

Sony CEA 
Eidos 

TDK 
Konami 
Jaleco 
LucasArts 
Interplay 
Sony Online 
Tecmo 
Square Enix 
Intellivision 
SNK 

Jaleco 
Bandai 
Rockstar/Take 2 
Capcom 
Atari 

Sega 

Atari 
Vivendi 
Activision 
THQ 
Encore 
Bandai 

EA 

Vivendi 

EA 
Rockstar 
Bandai 


Publisher 


Sony CEA 
EA Sports Big 
Sony CEA 
EA 

EA Sports 
Sega 
Rockstar 
Square 
Konami 
Activision 
Cepcom 
EA Sports 
Sony CEA 
Sony CEA 
EA Sports 
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80 
80 
80 
80 
80 
80 
80 
80 
80 
80 
79 
79 
79 
79 
79 
79 
79 
79 
79 
Th) 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
79 
78 
78 
78 
78 
78 
78 
78 
78 









Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Jan-04 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 


Hol-03 

Hol-03 

Dec-03 
Dec-03 
Dec-03 
Dec-03 
Dec-03 
Dec-03 
Dec-03 
Dec-03 





These are the games that you've GOT to get your hands on! 


Month 


Apr-04 
Mar-04 
Mar-04 
Mar-04 
Feb-04 
Feb-04 
Jan-04 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Dec-03 
Dec-03 
Dec-03 
Dec-03 








Game Name 
R: Racing Evolution 

The Sim's Bustin’ Out 

Spawn: Armageddon 
SpongeBob SquarePants 

Spy Hunter 2 

Tokyo Extreme Racer 3 

Tony Hawk's Underground 

True Crime: Streets of LA. 
Virtual On: MARZ 

Whiplash 

Backyard Wrestling 

Beyond Good & Evil 

Bionicle 

Bloody Roar 4 

Conflict Desert Storm II 

Crash Nitro Kart 

Dragon Ball Z: Budokai 2 
Dynasty Warriors 4 XL 

ESPN College Hoops 

Gladiator: Sword Of Vengeance 
Goblin Commander 

Harry Potter: Quidditch World Cup 
The Haunted Mansion 

I-Ninja 

Kya: Dark Lineage 

Lord Of The Rings: ROTK 

March Madness 2004 

Medal Of Honor: Rising Sun 
Midway Arcade Treasures 
Monster Rancher 4 

NBA Shootout 2004 

NCAA Final Four 2004 

Need For Speed Underground 
Prince Of Persia: The Sands Of Time 
RPG Maker 2 

Secret Weapons Over Normandy 
Sphinx And The Cursed Mummy 
Tak And The Power Of Juju 
Teenage Mutant Ninja Turtles 

Xill 

Batman: Rise Of Sin Tzu 
Castlevania: Lament Of Innocence 
Crouching Tiger, Hidden Dragon 
ESPN NBA Basketball 

FIFA Soccer 2004 

Gladius 

Karaoke Revolution 

killswitch 


Game name 


MX Unleashed 
Champions Of Norrath 
NFL Street 

Winning Eleven 7 

Final Fantasy X-2 
Maximo Vs. Army Of Zin 
Tony Hawk's Underground 
Beyond Good & Evi 

Kya: dark Lineage 

March Madness 2004 
Medal Of Honor: Rising Sun 
Castievania: LO! 

ESPN NBA Basketball 
Time Gisis 3 

WWE SmackDown! HCTP 














Score 


DODADONINMOHDANMADDDADADAMDIYOOWDONHDADDADAIYDWDIUYUDVHOHKHAMNDWOWAD II On 





Score 


Genre 
Racing 
sim 
Adventure 
Action 
Driving 
Racing 
Sports 
Action 
Action 
Action 
Fighting 
Adventure 
Action 
Fighting 
Action 
Racing 
Fighting 
Fghting 
Sports 
Fighting 
Action 
Sports 
Adventure 
Action 
Action 
Action 
Sports 
FPS 
Arcade 
Fighting 
Sports 
Sports 
Racing 
Adventure 
RPG 

Air Combat 
Action 
Action 
Action 
Action 
Action 
Action 
Fighting 
Sports 
Sports 
Action/RPG 
Music 
Shooter 


Genre 


Racing 
ActioRPG 
Sports 
Sports 
RPG 
Action 
Sports 
Adventure 
Action 
Sports 
FPS 
Action 
Sports 
Shooter 
Wrestling 














Publisher 
Namco 
EA 
Namco 
THQ 
Midway 
Crave 
Activision 
Activision 
Sega 
Eidos 
Eidos 
UbiSoft 
EA/Lego 
Konami/Hudson 
Gotham 
Vivendi 

Atari 

Koei 

Sega 

Acclaim 
Jaleco 

EA Games 
TDK Interactive 
Namco 

Atari 

EA 

EA Sports 

EA Games 
Midway 
Tecmo 

Sony 

Sony 

EA 

UbiSoft 
Agetec 
LucasArts 
THQ 

THQ 

Konami 
UbiSoft 
UbiSoft 
Konami 
UbiSoft 

Sega 

EA 

LucasArts 
Konami 
Namco 





Publisher 


Hine) 

Sony Online 
EA 

Konami 
Square Enix 
Capcom 
Activision 
UbiSoft 
Atari 

EA Sports 
EA Games 
Konami 
Sega 
Namco 
THO 
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TACTICAL ACTION 


Time flows from day to night. Seasons change. Swords will rise and men will fall. From the creators of Kess 
Dynasty Warriors®, Samurai Warriors™ recounts tales of valor and betrayal in Medieval Japan. Cherry 

cascade onto springtime battlegrounds. Traps lay hidden in noble castles. Battle through 30 scenarios prepared to 
lose and you will emerge victorious. With multiple endings you have the power to change a nation's destiny. 


blossoms 


Produced by ipiqj 
4a Force 


www, samurai-warriors.com 








: NE Active Mission System triggers a multitude 
_of objectives! Over 500 mission variations! 


Suggestive Themes 
Violence 
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Snake Eater's 
_ revolutionary 
new stealth 
gameplay in 
\ I his own words 
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Hideo Kojima 



























































orget trying to find 

Snake hiding in 

the jungle — the 
real challenge these 
days has been tracking 
down Hideo Kojima, 
director of Metal Gear 
Solid 3: Snake Eater. 
The legendary “mega- 
creator” stayed hidden 
(or “submerged,” as he 
put it) for most of the 
development of MGS2: 
Sons of Liberty, but 
he recently emerged 
from his office at 
Konami Computer 
Entertainment Japan to 
provide some welcome 
insight into the 
innovative camouflage 
system that plays such 
an integral part in his 


latest game. In the next 


few pages, Kojima-san 
himself will describe 
to you exactly how it 
works, and how it will 
truly take the stealth 


gameplay of Metal Gear 


to the next level. 


vaie Here, Snake's 


KOJIMA: “First, I’d like to explain this screen. Obviously, that’s 

Snake over there on the left, and on the right is the enemy. The 
number 85 way up there on the right-hand corner — that’s the camouflage index. The higher that number is, the less 
likely it is that you'll be seen by the enemy.’ 

The enemy will obviously use his vision and hearing to spot you, but, at the same time, he has this other thing 
called recognition. When the camouflage index is higher, he’s less likely to recognize you in the background. On the 
left of that number you see tree bark on the screen and that’s the kind of camouflage pattern he’s wearing now. 
Below that it says “no 
paint, and that means 
that Snake hasn't 
painted his face right 
now. So what this 85% 
means is that when 
Snake is wearing this 
tree bark pattern 
camouflage and 
has no paint on his 
face and stands 
against a tree in this 
environment then 
his camouflage 

index is 85%” 


» This shot sums up 
MGS3 — you now 
need to consider 
multiple factors to 
remain stealthy. 































CAMO INDEX AT A GLANCE 


The camouflage (or “camo”) index »> Numeric Percentage: 

replaces the traditional Metal Gear This shows how well (or poorly) 
Tadar in the upper right-hand corner © camouflaged Snake is in relation to 
of the screen. It shows you three his surroundings. Here's it’s at 85%. 
things: how well camouflaged Snake —» Tree Bark: 

is, what camo he’s wearing, and the This is the camo pattern Snake is 
face paint he’s using. Looking at the currently wearing. When he swaps 
screen above: camo, the description changes. 


> No Paint: 

This is where the name of the face 
paint style Snake current has applied 
(if any) is displayed. 

» Stealth: 

Of course, you'll still need to pick 
the best hiding places. This also 
contributes to the camo index. 


“TREE BARK f 
5 NO PAINT begs 





= 22> Even hiding bettind 





=Pressing tp against a log, the soldier 

a toholg he Aa could still spot youif < 

+ oie 2 , ‘ ‘ 

<climb L : you're not wearing >. 
background. ae the right camo. ~~ 
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[D-SNAKE te 





KOJIMA: “I'd like to show 
you things that vary or 
change the camouflage 
index. Three items determine 
the camouflage index: the 

| posture: how you stand, or 
maybe you don’t stand, you 
sit down; costume: what you 
wear, what kind of camo 
pattern you wear; and then 

_. face paint: whether or not 
_ you paint your face, and 
"what kind of paint you use” 





OLIVE DRAB e 
Tt 
NO PAIN 45% 





























cc 


Le, 
NO PAINT Bah 

















\ KOJIMA: “Here, Snake is 
standing wearing an olive drab Ik 
pattern. In this case, if he’s ‘ \ ’ Hh 
standing and wearing that camo, ie We Na \/| Hi 
his camo index is 15%.’ | ‘A i ji i 
 \ i } | 
, 73 ‘ | 
mM woods (obs) KOJIMA: “If he lies i 
> KOJIMA: “Now he’s crouching in : down, it’s even less HH 
grass, So instead of standing, if Snake likely for him to be iit 
crouches, then the camo index goes up, seen. As long as you don’t Hi 
in this case to 80%.” move, the enemies won't ih 


see you. If they happen to | 
walk over you — step on | | 
you — they'll notice.” 






KOJIMA: “If he starts moving, in this case, stalking — his stalking is basically S gs I G | 
walking very slowly, without making any noise, it’s something new you can ILE N i. E S 0 LD EN | 
do in MGS3 — his camo index is remains the same. You're used to treading lightly through puddles, or trying not to leave 

If he walks — his normal walk — he'll be making noise when he’s footprints from previous MGS games, but in Snake Eater you'll have the added \ | 


walking reli soit Earns down. : snaking challenge of different terrain types to contend with. Specifically, 
see that isa peeatve number and he's like “See m Snake wt encounter dead leaves eo oy if i move fast), mud il 





KOJIMA: “Stalking is very useful when 
you want to sneak up on an enemy 
from behind. The thing is, when you 
stalk you lose a lot of stamina When 
you crawl, your camo index really 
goes up. This way of moving gives you 


the highest camo index’ Tiger Stripe Camo 
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DRESS TO SUPPRESS 


OLIve onAB BP 
HO Pi 


AINT Reet 


Tree Bark Camo 


a 


Olive Drab Camo — your basic look. 





TREE wARK SPH 
nO PAINT fot 





Tree Bark Camo — best used when 
pressing up against or climbing trees. 


Snow Camo — Snake will 
encounter snow as he goes higher 
into the mountains, making this 
camo of great value. 


Black Camo 


TIER STRIPE 
NO PAINT 
alt 


Fink VN) 


=: a), ae ith : = 
hie ee 


Tiger Stripe Camo — another standard. 





Lear Sra 
WO PAINT feat 


a i, Wy | 
. oe 
2 See 
atk eee 
Leaf Camo — especially good for 


crawling in dead leaves, or hiding in grass 


Snow Camo 
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Black Camo - very useful at night. 


rine (rd 
WO PAINT fon’ 
ta 1 
\\ 
1 
“Ht 
’ 
a / 
‘S 4 = 
‘ a 
2 ee 
ee ~ 





Fire Camo — yes, the jungle will catch on 
fire, and Snake will need to blend in. 


RU PAINT rosy 





Fire Camo. 
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a se Ba Nor To Do... 


It's possible to pick the entirely wrong camo for certain surroundings. Here we see that wearing the fire camo while crouching in the grass is a sure-fire (har-har) 
way to get spotted. At this point, if you were playing, you would want to quickly change to a more appropriate camo and hopefully avoid full-on detection. 
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SECOND CHANCES 


There's always a chance that an enemy will spot 
Snake, even if he's fairly well camouflaged. If 
your camo index is high enough, you'll see a 
green version of the classic red exclamation 


point appear above their head — it’s at this 
point that you can try to change Snake's camo 
& face paint, and hopefully raise his camo index 
enough to make the enemy think “Hey! Did | 
just see a person there? Oh well... it must've just 
_ been a log” 


CAMEO-FLAGE 


KOJIMA: “We're planning on doing this thing 
called the camouflage campaign. We're going to 
have fans send in their own camouflage design 
for us to put in the game. We'll probably start 
accepting ideas around E3 and sometime in 
May and then we'll start with ideas and actual 
designs. There'll be a lot of camo patterns 

in the game when it comes out, but after it’s 
released, we plan to make many of the designs 
downloadable using the Network Adapter’ 


LIVING THE GAME 


Hideo Kojima and his development staff actually 
stalked each other in a Japanese forest for 
several days in order to better understand the 
rigors of wilderness survival and combat. During 
their time in the wild, they were also being 
tracked by their military advisor, Mr. Mori. At one 
int, Kojima and his squad mates had to crawl 
trough grass and mud — sometimes averaging 
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¥ sequel are absolitek ilies 


ou know what to expect 
from a sequel, right? 
The same stuff as the 
first game, only more 
of it? That may be the case with 
99% of sequels on PS2, but Def 
Jam Vendetta II is definitely an 
exception to the rule. EA has 
reworked nearly everything from 
the first game, to create a truly 
revolutionary sequal that combines 
wrestling, martial arts, crazy 
matches, and incredibly interactive 
environments to redefine the 
fighting game as we know it. 


“Comblaes Wrestllag 


\ pver—the- fn, 


It’s All Boout Respect 


The first thing Electronic Arts 
Canada and Japanese developer 
Aki have done to shake things 
up is to do away with pre- 
determined player characters. 
You don’t pick someone to play 
as; you create your own fighter 
using an incredibly deep create- 
a-character mode— something 
everyone who played the first 
game has been waiting for. 

It’s not your typical “tweak your 
look and assign moves” system, 
however. Sure, you'll have a lot of 
control over what you character 
looks like, but you'll also be able 
to customize their fighting style 


more likea fighting. game, but fet 
oubhabout it: there'll 


hard-hittite grappling moves. 


be plenty of 


f 


Developer Aki ih honed ith 


&rappling engine to make | 
moves flow togp#her 
, More smoothly than ¢ nee 


— choosing from wrestling, 
kickboxing, street fighting, martial 
arts, and later mixing styles 

— and eventually assigning up 

to four Blaze moves (finishers) 
from defeated opponents or 
original ones created for your 
custom character. 

You'll be able to use money and 
skill points earned through fighting 
to not only learn new moves at the 
gym, but also dress your character 
in an amazing array of licensed 
clothing, hit the barbershop to get 
a new hairdo, pay for artist time at 
the tattoo parlor and gradually get 
an elaborate full-body ‘tat done, 
and even visit the “king of bling” to 
shop for jewelry. 
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Tne subway 
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made for one-on-one grudge 
matches. Watch out for 
passing trains! 
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LOOKin’ GOOD 


Thanks to the high degree of 
customization, you can create 
a character that is totally 
your own, and looks nothing 
like anyone else in the game 
— while still looking like a 
real character, and not some 
patchwork fighter pieced 
together from parts of others. 
He'll also look as good as 
the pre-created fighters in 
the game, which is to say a 
lot better than those in the 
first DJV. The polygon count 
is higher, the animation is 
smoother, their clothes and 
jewelry move more realistically, 
and their personalities just 
plain come across better. 
Best of all, everything you 
do to make your character 
look and fight better translates 
directly into how adored and 
respected you are. Crowds 
and opponents alike will react 
to your flash when you hit the 
underground fighting circuit 


and start getting involved in 
brutal matches in front of 
dozens of bloodthirsty, rowdy 
fight fans. 


MIXING IT UP 


Ah, the fighting system. Despite 
what anyone may have termed 
it, the first DJV was most 
definitely a wrestling game at 
its core. You had grappling, 
Irish whips, rings, ropes, and 
turnbuckles. DJV2 takes Aki’s 
superb grappling system — 
which it has been evolving over 
the past decade — and, as the 
developer put it to PSM, makes 
everything flow together more 
smoothly. The introduction of 
different fighting styles has, 

in turn, led to the inclusion 

of dedicated punch and kick 
buttons to supplement the 
returning attack counter, 
grapple counter, and grappling 
command buttons. 

Taking a cue from mixed 
martial arts leagues such as 
Pride, DJV2 will also feature 
a surprisingly deep ground 
fighting system, with its own 
reversals and the ability to 
actually scoot away from 
opponents without getting up. 

Dish out a solid beating and 
your opponents will bruise, 
bleed, and start to look, well, 
like they just got the crap beat 
out of them. Pretty much a 
no-brainer, huh? 


DEF JAM VENDETTA II «3 


RING OUT 


DJV2 will have rings — of sorts 
— but only a couple. Rather 
than throwing a wrestling ring 
into the middle of a junkyard, 
for example, all of D/JV2’s 
venues are unique. There’s the 
crowded basement a la Fight 
Club, subway platforms, burning 
warehouses, and more. 

The lack of ropes and 
ring posts doesn’t mean 
that there won't be plenty 
of opportunities to pull off 
dazzling high-flying moves, or 
toss opponents into objects 
and give them a really good 
working over. 

On the contrary, every 
venue is absolutely loaded with 
interactive objects, items, and 
even crowds. For example, in 
the basement venue, you can 
ram opponents heads into 
televisions, throw them against 
support columns (which, 
when you perform powerful 
moves on your stunned 
opponent, actually break and 
splinter), pick up bottles off 
counters, and use the crowd to 
your advantage. 

The crowd plays a much 
bigger role this time around, 
to the point of actually getting 
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“Hey — that’s not fair... “ is one thing you 


won't be hearing in the underground fighting 


circuit of Def Jam Vendetta Il. It’s anything 
goes; at that includes a variety of weapons. 


You'll find some usable objects lying around 
in each venue, but others (such as the bat in 










this screenshot) are actually handed to you by 


the crowd. 


Chains, wrenches, and all sorts of “illegal” 


implements, large and small, are up for grabs. 


Just don’t expect there to be any guns, ‘cause 


that’s really not fair. 
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y DJV2. In motion, their 
, muscles flex, their 
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wouldn’t believe. All in 
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involved in the matches. They’Il hand weapons 
(yep, they’re in) to the fighters, push fighters 
back into the fray if they come too close, and 
even throw fighters into the air — a perfect 
opportunity to jump up and perform an 
airborne move on them. 

Not only more interactive, the venues simply 
look a whole lot better than in the first game. 
There’s more detail, more going on, and the 
lighting (which actually changes as you break 
lights) is gorgeous. They looks just as they 
should: gritty and downright ominous. 
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GOING UNDERGROUND 


The game structure has also undergone some 
big changes. EA and Aki are going for a much 
more “open” feel to the tournament structure 
this time around, so you'll have more of a 
choice as to who and where you fight next. 
Once you beat an opponent in the first venue, 
you can move onto the second, but you have 
to beat at least two opponents at one venue to 
open up any more of the game. 

Like in DJV, there will be story sequences, 


HONEYZ 


Hey, EA and Aki 
aren’t lavishing all - 
their attention | 
on the fighters. 
One long, hard 
look at the 
Geetacai(r() 
for one of 
your potential 
girlfriends 
in the game 
should be proof 
- enough. 
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but they’ll better reflect what your character 
is doing within the game world — how 
respected he is, who he’s made enemies 
with, etc. The “girlfriend system” has 
returned, but instead of the girl fighting over 
you, you set your sights on a honey and do 
your best to win her love through dressing 
and fighting to impress. 

Every other character in the game has 
a story that follows them, as well, so you 
get a much better sense that this is a living, 
breathing underground fighting “culture.” 
This time around, the real-world artists 
in the game, such as DMX, Method Man, 


and Snoop Dogg (the final boss), have ring 
names. Snoop’s is Crow — and it fits his 
character’s look and style well when you see 
him in-game. 

EA is aiming to have 70 pre-created 
characters in the game, roughly 35 of which 
will be licensed hip-hop artists. This number 
also includes the women in the game, who 
will be portrayed by the likes of L'il Kim and 
Carmen Electra. 


BRUTAL MATCHES 


The match types in D/JV2 are more varied, 
and rather than someone telling you “Hey, 
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DEF JAM VENDETTA II ¢. 


DJV2’s subway venue really shows how different the game will be from 
the first. It’s just you versus an opponent on the deserted platform, 
and the only way to win is to knock him in front of an oncoming train! 


then push him in front 
of the subway train! 


you're having a singles match,” or “We're 
in a tag match next,” (there are, in fact, no 
tag matches — just two-on-two rumbles) 
the venues themselves determine the 
match type. 

In the warehouse, there are flames that 
are slowly getting closer and closer to the 
fighters — the loser’s the one who gets sent 
into the flames via a Blaze move. On the 
subway platform, you win by tossing your 
opponent in front of an oncoming train. Yet 
another match has you trying to destroy your 
opponent's SUV (while he tries to demolish 
yours), complete with the ability to throw 
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DJV2 will feature at least 35 licensed hip- 


hop artists fighting under ring 
names. Some, like DMX, Method 
Man, and Redman, return from 
the first game, while others, 
such as Snoop Dogg — the 
main bad guy — are all- ice 


new this time around. =) bar 
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him through the windshield, slam his head in 
the door, or put him under a busted-open hood 
and slam it down. Some venues will also have 
multiple areas to explore and others actually 
have “ring out” opportunities. 


Ait GROWN UP 


EA isn’t pulling any punches this time around 
— DJV2 will carry an “M” rating, and we've 
already confirmed that this is, at least in part, 
due to the fact that it will include uncensored 
music and plenty of blood. Whether we can 
expect a more naughty pinup gallery or other 
“M”-worthy features has yet to be revealed, 
but rest assured that this definitely isn’t going 


to be a watered-down, radio-friendly hip-hop 
experience. It’s an urban brawler, and, last we 
checked, urban brawling wasn’t pretty. 


’ a 
Mamys <2 
bad, bald, and ' 
back for more. 


EA’s art team in Canada has been busy — 


between creating dozens of original characters, 
they’ve also gone back and made some tweaks 


to returning fighters, including Manny (your 


“buddy” from the first game) and Nyne (one of 
the tougher opponents you faced off against). 


to the chest. 4 





YOU YS. THE WORLD 


So, you've beaten the story mode, maxed- 

out and customized your character to the nth 
degree — what’s next? How about taking on 
opponents over the Internet. You'll be able to 
play DJV2 online in all of its multiplayer game 
modes — this means two-on-two, as well. EA 
and Aki won’t reveal too much about the game’s 
online mode just yet, but they did tell PSM that 
they have “very ambitious” plans. The way they 
see it, they want to make sure the core game is 
as good as possible before devoting too much 
time to online. We pressed them about features 
such as online leagues and in-game voice chat, 
but they wouldn’t budge — maybe we can get it 
out of them before then... in an inferno match! 


—<e Will we see 
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yar brother, Tenn? 
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he game youre looking at has 
been one of the best-kept secrets 
in PlayStation history. David Jaffe, 
the man behind Twisted Metal, 
Twisted Metal 2, and Twisted 
Metal Black has been working on God of 
War in secret for the past two years at 
Sony's Santa Monica development studio. 
His goal with the game is ambitious: 


of the room. 


combine the legendary settings and beasts 


of Greek mythology with gameplay that 
takes the best parts of games such as 
Castlevania and Prince of Persia and makes 


them even better. 


The epic story casts the player as 
a Spartan bent on killing Ares, the 
titular God of War. The adventure 
will take him from Athens, through 
the underworld, and inside a sadistic 
temple riddled with traps, all of 
which has been designed to keep 
would-be heroes from obtaining 
Pandora's Box, the only object capable 
of harming Ares. 

The yet-to-be-named hero uses 
twin swords as his primary weapons, 
but they’re not your usual blades. In 
fact, they’re chained to his wrists, so he 
can lash out with them for long-range 
attacks. The game’s combat system is 
centered around players being able 
to create their own combos from 
the hero’s basic and earned moves, 
rather than simply repeating “canned” 
combos over and over. Every enemy 
can be grabbed, a la a wrestling game, 
and used in different ways. Basic 
enemies can be suplexed, swung 
around, and “milked” for health and 
magic power. Larger enemies, such as 
the impressive Cyclops, can be worn 
down to the point of being grabbed, 
and then taken down in cinematic 
“mini-games, where players will have 
to hit the buttons displayed on-screen 
in sequence and at the right time. 

In the case of the Gorgons 
— Medusa and her folk, who can 
turn living creatures to stone — the 
hero can actually rip off their heads in 
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one of these mini-game 
sequences, then keep it as 
weapon to freeze enemies 
and shatter them with one 
hit (using up magic power 
in the process, of course). 

The hero will gain several such 
magical powers from various enemies, 
all of which can be leveled up as the 
game progresses. There is also a high 
degree of “context sensitive” action 
in the game; for example, players 
will have specific moves for fighting 
while hanging and climbing rock faces 
— smashing their enemies’ heads into 
cliffs, kicking them off ropes, etc. 

Puzzles will also play a big role in 
God of War. In fact, its creator is intent 
on creating an interconnected world 
where no one puzzle is like another. 
In the demo, for instance, the hero 
needs to lower a cage containing a 
trapped Spartan, but, rather than save 
him, players will be faced with the 
morally-trying necessity of incinerating 
the hapless soldier in order to solve a 
complex puzzle. 

With still almost a year left to go 
before its release, the game is already 
very impressive, easily ranking among 
the best-looking and most innova- 
tive PS2 titles we’ve seen. Even more 
innovative gameplay features will be ~ 
revealed at E3, so we'll have plenty 
more to talk about soon. RANDY NELSON 
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This could be one of the biggest PS2 games 
of 2005 — keep an eye on it! 


Exactly what we’d do if faced with 
giant, rolling lava-rocks: get the hell out 

























The hero doesn’t have an official 
name yet, but he’s officially a badass in 
our book. 


One entire “act” of the game takes place 
inside a giant temple loaded with one unique 
trap after another. 


The game has an overall cohesive look, but 
you won't see the same architecture repeated 
ad nauseum. a 








<< THE MAN BEHIND TWISTED METAL, TWISTED METAL 2, 
AND TWISTED METAL BLACK HAS BEEN WORKING ON 
GOD OF WAR IN SECRET FOR THE PAST TWO YEARS >> 


The game actually begins with the yet : 
hero leaping off a cliff — the rest of the gameisa — 
flashback to the events of the previous two weeks! 
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Composing the score for 
Mercenaries is Michael 
Giancchino. If you donit know 


the name, you should. Heis 
responsible for the outstand- 

ing music found in the Medal of 
Honor games, as well as the Alias 
television show and the upcoming 
Pixar movie, The Incredibles. 
Expect Mercenaries to get the 
same epic treatment. 


fter a string of slightly 
better than average Star 
Wars games, LucasArts 
has done a commendable 
job bringing new intel- 
lectual properties into its catalogue 
of licenses; from Gladius to Armed & 
Dangerous, the company has been 
busy creating an image not solely 
associated with Lucas’ mega franchise. 
And that’s a good thing. 

Pandemic Studios (Clone Wars, 
Star Wars Battlefront) is developing 
LucasArts’ latest offering, Mercenaries, 
and to say that the game's a far cry 
from typical LucasArts fare is an 
understatement. 

An action game at its core, 
Mercenaries features a plotline of 
almost preposterous scale. We know 
there’s a coup in North Korea. We 
know the Russian Mafia is involved. 
The United Nations even makes an 
appearance. While story specifics are 
still unknown, just knowing who the 
players are in this game implies a plot 
of grand and twisted proportions. 

Players will choose to play one 
of three mercenaries: an American 
(male), a Swede (also male), or a 
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MERCENARIES 


From Star Wars to world wars 


British female. Your motivation in the 
game? Money, of course. Choose your 
alliances, gain intel, and pick up your 
paycheck. Each character is also said 
to have a unique special ability that 
should prove useful throughout the 
game's progression. 

There will be 52 missions in the 
game, each corresponding to a card 
in a “deck of 52” Each card in turn 


references a target in the mission. 
Your goal is to secure the face card 
for each suit, gather any crucial intel- 
ligence, and ultimately capture the 
Ace of Spades. It’s still unclear how 
the card analogy is actually worked 
into the story, but the premise and 
concept are certainly intriguing. 

At the player’s disposal will be 
over 30 weapons, including the 
standard rocket launchers, grenades, 


in the future, it’s the near future, so 
don’t expect any weapons to deviate 
too much from the norm. 

Mercenaries also allows for the 
piloting of vehicles; over 20, to be 
more precise. Both ground and air 
transportation will be available, 
ranging from helicopters and 
airplanes, to cars, tanks, and artillery 
rocket launchers. Pandemic is likely 
using some of the same technology 
found in its other game, Star Wars 
Battlefront, to create such dynamic 
and scaled environments. 





Any new game this studio is working on 
should be burning bright on your radar. 





and shotguns. Though the game is set 
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> This is one merc 
we'd gladly take . 
out... to dinner. 


a 4 


a 
Speaking of environments, 
Mercenaries’ locales will be filled to 
the brim with interactive objects. As 
the saying goes, if you can see it, you 
can steal/use/destroy it. Let’s hope 
Pandemic can come up with some 
creative uses for this level of environ- 
mental interaction. KAISER HWANG 





A The environments are fully interactive... 
and destructible. 





A Yes, that’s you behind the wheel... er, 
stick... uh, sticks... control sticks. 





3 
PREVIEWS @ 
J 
GAME INFO MEDWAY | DEV INEVITABLE | TYPE ACTION | REL DATE TRA | MAX PLAYERS SIXTEEN | ESRB PENDING 


¥ Overall, the game combines great bits of several 
great shooters, like Half-Life’s cinematic presentation 
and Halo’s Al-controlled squad mates. 


A Fellow soldiers — and gun turrets — will make 
your trek a bit easier, but you’ll need to be handy 
with your weapons to make major progress. 


A The industrial look of the base features lots 
of great graphic special effects, with tons of 
explosions and smoke. 


Midway puts you on the 
edge of your seal! 


s it’s done previously 
with such games as Spy 
Hunter and Defender, 
Midway is taking yet 
another of the classic 
titles that began as an arcade game 
and converting it to the PS2 — in this 


> Area 51 is packed 
with increasingly for- 
midable opponents. 
That virus on the loose 
is a bit stronger than 
the common flu. 


case, the 1995 science fiction, light 
gun shooter, Area 57. 

While the premiere Area 57 was 
a fast-paced, but straightforward first- 
person shooter that threw the player 
into level after level of attacking aliens 
with a light gun for protection, the 


new take on the game mixes similar 
FPS action with a healthy dose of 
adventuring and puzzle solving thrown 
in for good measure. 

The premise is that you're Ethan 
Cole, assigned to the mysterious Area 
51, a government facility rumored 
to have been visited by aliens. As 
a hazardous materials or “HazMat” 
engineer, you're called in to check 
out the accidental release of a viral 
experiment that has the base on 
secure lockdown. From there, you find 
yourself trying to head off the brutal 
creatures that come in massive waves. 

The vivid combat is supplement- 
ed by regularly updated objectives, 
with on-screen indicators showing 
the direction and distance to the next 
task. Interestingly, you end up getting 
help from an alien named “Edgar” 
who'll also show you how you can use 
the virus to your benefit, giving you 
certain alien skills for short, controlled 
periods of time. 

Perhaps the most fun comes 
with the wide variety of weapons 
— from handguns to powerful rifles to 
grenades — you'll use to dispatch the 


A Not all of the environments are narrow 
corridors. This base is HUGE. 


increasingly powerful creatures. There’s 
unfortunately little time to appreci- 
ate your handiwork, as you'll not only 
need to save yourself from the relent- 
less alien threats, but also protect your 
Al-driven HazMat team, whom you'll 
count on for assistance. 

Given how much time is still left 
before the game hits store shelves, 
the early version we saw looked 
pretty detailed and nicely polished. 
Plus, though specific details are yet 
to be provided, the promise of online 
matches with up to 16 players is 
mighty exciting. Action-game fans and 
retro enthusiasts will undoubtedly want 
to consider putting Area 57 on their 
wish lists. ANDY EDDY 


It's a new Area 517, with design by the guy 
who did Star Wars: Dark Forces. Rockin’! 
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Despite their outlandish uses, the 
physics in Red Ninja are realistic. 
The wall running is momentum 
based, and the wire model 
actually comes from a fishing 
game, so wire tension is always a 
factor. Oh, and severed heads will 
bounce just as they should. 
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The life of a red ninja isn't all 
skewering and dismemberment. There’s 
plenty of rope swinging and platform 
exploration as well. 


ction games have it 

tough sometimes. 

Players constantly 

clamor for something 

totally new, but they also 
love games with a refined, classic feel. 
Oddly, Vivendi’s upcoming Red Ninja: 
End of Honor seems poised to deliver 
both of those things. Interested? After 
our most recent look at the game, we 
certainly are. 

Red Ninja tells the story of 
Kurenai, a beautiful young girl with a 
harrowing past: a gang murdered her 
father and left her to die, hanging by a 
wire. However, she survived her ordeal 
and, driven by thoughts of vengeance, 
has become a passionately efficient 
ninja assassin. She also wields an 
unusual weapon — the very wire 
used to hang her, now outfitted with a 
bladed tip and renamed a Tetsugen. 

This versatile Tetsugen is what 


PU PUB VivesD} | DEV TRASH | TYPE ACTION | RELOATE FALL| MAX PLAYERS TEA | ESRB PERDMIG 


Brutal and beautiful, Kurenai makes short work of 
enemy guards with her Tetsugen, or “wire weapon” 


RED NINJA:..... 
END OF HONOR © bcotctinc ; 


gives Red Ninja its unique feel. There 
are three different tips that can 

be attached to the wire. One is a 
simple blade, which enables Kurenai 
to impale an enemy from afar and 
then yank the blade back out to 
cause damage. She can even target 
specific body parts, enabling her to 
sever an enemy’s head, or discour- 
age pursuit by sawing off a target's 
feet at the ankles. The second tip is 
a blunt, weighted instrument called 
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a Fundo, which enables Kurenai to 
entangle an enemy and then swing 
him around. Even the wire itself is a 
weapon. When Kurenai was beset by 
three spear-wielding opponents at 
once, she hurled the bladed Tetsugen 
into the shoulder of the furthest foe, 
and then ran sideways, slicing the 
two closer enemies completely in half 
with the wire. 

But Red Ninja isn’t just about 
finding creative ways to slice and 
dice the bad guys. There’s also lots of 
platform exploration in the game. At 
one point in our demo, Kurenai got a 
running start, leaped into a wall-run, 
vaulted sideways off the wall and 
used the Tetsugen’s third head — a 
grappling hook — to spear a high- 
up grappling point, took a couple 
Tarzan-type swings on the wire, then 
launched herself across the room, 
just barely grabbing onto the edge 
of a distant ledge by her fingertips 
before gracefully hauling herself up. 
We haven't felt a moment like that 





2S a 
Beautiful female ninjas with unusual weapons 
always seem to get our attention! 


> Ninjas would be | 


much more popular | 
is they all looked \ 
like this! 


since our first date with our old girl- 
friend, Lara. Add to this the fact that 
the levels are designed with an artistic 
flair that looks sure to make up for the 
slightly average graphics engine, and 
it’s clear that Red Ninja is definitely 
one to watch. ERIC BRATCHER 


+ 
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4 Line tension is always a concern: the 
tighter the line is, the more damage you can 
do when you yank it out. 


“feminine wiles”, which explains the skimpy 
robe and black undies. 





GAME INFO 


~ A beach-lined course is just one of the locations 


where you can take a swing. 


HOT SHOTS GOLF FORE! (775 


eA 


Sony fakes golf lessons from Caddyshack 


olf fascination in Japan 

has lead to squeezing 

lush courses into limited 
space, and sometimes, 

a very Nipponesque 
interpretation of the sport, which is 
why it is no surprise that with all of 
the serious golf simulations out there, 
Sony would go the opposite direction 
and develop a game that, while the 
physics are realistic, doesn’t take itself 
too seriously. 


Hot Shots has been around the 
course three times before, meaning 
this time around they get to use the 
tee-off term “fore” serving double 
duty in the title. While anyone who’s 
played the first three in the series may 
have some idea of what to expect, the 
feature-packed putter will impress. 

The 15 course game offers a 
range of challenging greens and lush 
settings. Playing on the courses is a 
cast of 34 characters, many whom 
have played through in the previous 


@ 
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A Spectators will be there to watch you get your 
hole in one. 


When it comes to presentation, Hot 
Shots Golf Fore! doesn’t take itself 
very seriously. It’s a comical game 

6 but the actual golfing gameplay is 
surprisingly realistic. 


4 The courses are lush, with more tricks 
than your standard sand trap. 
¥ Garter belts are more functional than sexy 


outings and, of course, some new 
on the golf course. 


characters and some PlayStation 2 
regulars have booked some time 
in the game as well. Players won't 
be able to create their own golfers, 
but there will be unlockable outfits, 
including a samurai who strips down 
to his loincloth undergarment to tee 
off. To go along with the look and 
animations of the game, youill get to 
listen to a soundtrack of bouncy tunes, 
which has characterized the series. 
Getting into the gameplay is easy, 
with lessons and helpful guides, like 
a grid overlay to help you plan your 
shot. Players can start out in training, 
go on tour, compete in a tournament 
and play a versus mode to unlock the 
challengers and new outfits, including 
the risky samurai player. Offline, the 
game can be played with up to four 
players, but online the challenge 
can reach more players around the 
country with head-to-head play and 
real-time tournaments where players 
compete simultaneously, so waiting 
for Joe Putt in lowa to clear the green 
won't be necessary; you can just play 
through almost as if he wasn’t there. 
Another returning mode that was a 
crowd pleaser is the miniature golf 
game, which offers challenging ways 
of acing the hole. enin BuRNS 


4 As usual, comical caddies will help you 
get to the next hole. 


Not your father’s golf sim, Hot Shots Fore! 
should have everyone booking green time. 
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enough to a Helghast 

to see this much detail, 
you'd better be ready to 
take him down with a 


If you get close 
| melee move. 
| 


Sony’s epic fulure-war FPS exposed! 





y 
PUB SONY CEA 











aking its cue from battle- 

fields of the 20th century 

and cinematic depictions 

of those conflicts, Killzone, 

a futuristic, squad-based, 
first-person shooter, is a game 
expected to bring the gore of war to 
your living room. The story is one of 
planetary colonization, where humans 
have gone to live in settlements on 
other planets and are governed by 
the ISA, with one disenfranchised 


vis) 
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colony known as the Helghast imple- 
menting a large-scale attack on the 
colony of Vecta and threatening all 
ISA populations. 

While the developers have studied 
up on the theatre of wars past and 
cite movies as further sources to 
provide cinematic moments, a look 
at Killzone shows that science fiction 
movies and even games must have 
provided even more source material. 
The faceless army of the Helghast 
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drop down into the colony en mass, 
dressed in battle armor and gas masks 
with burning-orange eyes making 
them seem even more menacing and 
faceless than the German soldiers 

we came in contact with in Medal of 
Honor. The look and fee! of the game 
takes on a more Star Wars or even 
Starship Troopers feeling, with an 
endless army of troops marching in 
formation like the Clone Army, and 
the Helghast themselves look like they 


| DEV GUERILLA GAMES | TYPE ACTION | REL DATE FALL { MAX PLAYERS SIXTEEN | ESRB RATING PENDING 

















4 


could be a modification of the clone 
of Jango Fett, at least from behind the 
armor and helmet look inspired by the 
iconic suit. 

Defending the colony of Vecta is 
a squad of four elite soldiers, each 
with their own skills. You'll start out 
as Templar, an ISA captain with the 
skills to stay alive, but your team will 
grow to a squad of four — each with 
special skills — and you'll be able to 
select which character to play in each 
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A The guns fire bullets like present-day 
weapons, not lasers, as might be expected. 





A The Helhgast return fire with deadly 
accuracy, so watch your squad as you go 
through the mission. 








cna - & p 
4 On colonies, the modern pod-style 
buildings are popular architecture, yet easily 
blown apart, as you can see here. 


A The interior detail is very high — fight 
inside this locker room and debris will 
fly everywhere. 















-@ In the shopping mall battle, you'll 
get to blow stuff up, but the environ- 
ment is not fully destructible. e 








ye 


ash 





¥ Environmental effects, like sun through the skylight, add 
realism to the usual antiseptic world of an indoor battle. 








> In the fog of war, you'll 
need to hunt for targets to 
neutralize. 







Sony has confirmed that Killzone 
will support multi-player battles, 
both offline and over the 
Internet. No specific play modes 
have been mentioned, but we 
do know that you will be able 

to work in four-soldier squads 

to fight against other human- 
controlled teams. Developer 
Guerilla Games is aiming to have 
16 players squaring off in each 
online game, with full Voice 
Over IP support, so you can 


A Every area of the game has its own 
distinct look, and is filled with special 
effects, such as venting steam, to create a 
living environment. 


<4 This shot really shows off the grand scale 
of most of the game’s levels. 





mission. Luger, another of the four, 

is stealthier and can crawl through 
air ducts. The intelligent Al for team 
members not under your control 
means that they will cover for you as 
you tackle mission objectives. 

Taking inspiration from the past on 
more than just setting, the more than 
25 different weapons are modeled 
after real firearms rather than imple- 
menting futuristic lasers or ray guns, 
adding realism and grit that the game 


is expected to portray. There will be 
11 war-ridden environments that 
will bring to mind to the trenches of 
WWI, war-torn cities of WWII, and 
the jungles of Vietnam. The early 
showing of Killzone showed firefights 
in office buildings, shopping centers, 
and mountainous paths where inspira- 
tion from historical jungle and urban 
warfare was easy to spot. 

The look of Killzone does call 
Halo to mind, though the rumor 


communicate with squad mates 
(and hopefully trash talk your 


that this could be a “Halo killer” is enemies) using a USB headset. 


yet to be founded. There are some 
definite resemblances to the Microsoft 
dominator, but the first playable demo, 
especially the indoor levels, seemed 
more like Red Faction with slightly less 
of a destructive environment. 

With quite a way to go before the 
winter release of Killzone, Guerilla 
Games has shown an impressive a 
game, though it still needs to show 
more of the historical influences. 





They might not be able to program in 
the smell of napalm, but expect the 
visuals to drop you into the battle. 

ENID BURNS 


Lots of firepower and squad-based play 
should make for a solid game. 
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ith Sony Bend’s 
Syphon Filter sequel 
nearing completion 
in just a matter of 
weeks, the public 
anticipation for it has continued to 


garnering positive buzz because of its 
increased graphical punch and larger 
selection of missions, Omega Strain’s 

most interesting new element — the 

multiplayer aspect — has barely been 
touched on. 

Fortunately for us, we had the 
opportunity to give the latest version 
of the game a comprehensive play- 
through in not only that regard, but 
several others. After testing out Filter’s 
impressive list of features, we find 
ourselves even more intrigued by 
what's to come. 

One of the most promising 
options, for instance, is the ability to 
build and customize your characters. 
From facial features and body types 
to hairstyles and skin color, the game 
offers more creative users plenty of 
chances to experiment. To keep things 
interesting, additional costumes and 
bonus clothing will be available by 
meeting certain objectives and extra 
weapons and items can be unlocked 
as well. 

Despite what your character looks 
like and operates, however, it’s the co- 
op mode that really makes everything 
gel together. Each and every stage 
has been designed so that teams or 
individuals can participate in them 
equally, and there are even a couple 
of sections that can’t be accessed by 
only one member (or two or three 
for that matter). Some situations may 
call for one character to help push a 
teammate up a wall, while another 
is so heavily populated with enemies 
that only a single agent could suc- 
cessfully navigate it. It’s all about 


F ONLINE 


q COMPATIBLE 


move in an upwards direction. Already — 


SYPHON FILTE 


GAME INFO PUB SONY CE | DEV SONY BEND | TYPE ACTION | REL DATE MAY | MAX PLAYERS FOUR | ESRB MATURE 


“Hmm... if [shoot the guys 
with the guns first, is the 
nurse going to run over and 
heal them?” 


« HANDS-ON with the 
¢ online multiplayer mode 


THE OMEGA STRAIN is gelting us psyched 


teamwork in The Omega Strain and 
that’s what we like about it. 
Surprisingly, our online experi- 
ence so far has been incredibly 
speedy; with a heavy emphasis on 


If Sony can mix the online missions up, then 
The Omega Strain could be Oh, Mega cool. 


He's not heavy, he’s one of the workers you have to save in this mission. 
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finishing assigned goals in a timely 
manner. It’s this fact alone that makes 
playing through the solo missions and 
unlocking more powerful weapons 

so important; because without them, 
the weak starting equipment proves 
to be no match for your opponent's 


A Like the earlier games, Omega Strain 
will point out when you're lined up for 
a headshot. 


A In this mini-game, you have a limited 
amount of time to take out numerous pop- 
up targets. 


bigger and stronger artillery. But even 
with the most powerful of weapons, 
the challenges can get pretty difficult, 
making the ability to form online 
friendship cells quite the useful 
feature for frequent participants. Our 
only real concern is how well Syphon 
Filter’s replay value will hold up in 

the long run, as we're still not sure 
whether speeding through familiar 
missions over and over again will hold 
user interests for long. On the whole, 
though, Omega Strain’s online features 
could have a lot of potential. 


JEREMY DUNHAM 


So just what is “The Omega 
Strain” anyway? It’s the code 
name given to a mutated version 
of the original Syphon Filter virus 
filesieelisvae)\iclecrenia) 2Xe)antel alte) tis} 

Ey ifevece(erelal (ole eaten) eats) 0) atelier] 
version, too; capable of killing 

a human being with seconds of 
initial exposure. In short, it’s the 
viral equivalent of watching reruns 
of Shasta McNasty. 
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The swordplay not 
only looks flashy, but also 
involves a great deal of 
depth, once you explore 
the combo system. 








'BUJINGAI: THE FORSAKEN CITY 


The closest thing to a Soul Calibur action game 


au, the main can hit triangle to break your 
character of Bujingai, combo, then use any of the four 
can run along walls, face buttons to start another 
uses swords, and attack string. Hitting triangle, 
takes on demonic for example, sends enemies 

enemies that have invaded a airborne; jump up after them, 

devastated Asian city. It may and you can fight it out in KES = ack Rech Cal Con aioe 

sound a lot like Shinobi or midair. In fact, it’s possible to pat magic Rec and tegen 

Nightshade, but after going battle sans gravity for minutes them to sender. 

hands-on with the action- during boss fights. There's also 

packed offspring of Taito and a “clash” system that is initiated combo, and Lau will even strike 

Red Entertainment, we can defi- when you attack right when a cool pose for the camera. 

nitely say it’s not. your enemy does. Your weapons There's also a unique 

As Lau makes his way spark as they connect, much system that lets Lau “capture” 

through the game's ruined island _ like in Sou! Calibur 2, and you an enemy’s magic attack. If you 

city, he’s confronted by the usual _ begin a timing-based tug-of- hit square just as the magic 

assortment of demon enemies. war, trying to wear down the reaches Lau, you'll catch it; keep 

However, they’ve never met a enemy’s guard meter before it hitting square and a meter will 

sword fighter like him. Lau has does the same to you. fill up, at which point you can hit SHE’S THE 

a basic sword attack (square), a It’s not uncommon to see circle to send the attack back at ery 4 

spinning attack (triangle), and 300+ hit combos in the game, Lau’s attacker! ARTISTIC TYPE. a 

magic (circle). If you just hit as long as you keep slashing As you can see, this isn’t 

square, he'll pull off a multi-hit enemies and objects, which your typical hack-’n’-slasher. THOUGH HER 

combo that ends with a sword keeps the combo timer going. We'll have more on it soon. 

thrust that can send enemies Pull off an especially nice RANDY NELSON ARTS ARE PURELY 


flying into one another for 
added eee ieee Y Z hes <4 In some situations, you can clash in M A R T ] A L . 


the air for more than a minute. 
The real drive of the combat 
engine, however, is creating : ta 
much more elaborate combos, z Sg ad itt 
and taking them from the | nats a SaaS : rc — 


ground and into the air. At any " . fee Bujingai's combo system and air fighting = ee ae i 
- 4 ‘ make it a most unique PS2 action game. = Eis os ee eee a eee aes Seer ei Ga 


ec 








time in a normal attack, you 
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GAME INFO 


4 Here they come — the gaming world’s most realistically, meticulously 
detailed cars. Too bad it will take several more months for them to get here! 


GRAN TURISMO 4 


Even better... but even later 


kay, let’s get the bad 
news out of the way right 
off the bat: Gran Turismo 
4 has been delayed until 
the end of 2004. Now 
for the good news: while the game’s 
creators at Polyphony Digital remain 
locked away programming their 
fingers off to make the best racer ever, 
the folks at Sony who actually get to 
see sunlight every once and a while 
recently spoke with PSM about what 
we can expect for all our waiting. 
We wanted to know one thing in 


PUB SONY CEA | DEV POLYPHONY DIGITAL | TYPE RACING | REL DATE FALL | MAX PLAYERS 780 | ESRB RATING EVERYONE 


ON Liye™ 


£OM; Es 


EIDE OT FALMIE 


> In the racing world, decals equal speed and performance. If 
you want a really fast ride, get yourself a few sponsors! 


particular: is all that extra develop- =" 


ment time just going into adding 
more cars? Thankfully, the 

answer was a great big “no” 

Every area of the game is 

being improved over what 

was seen in the Japan- 

only Gran Turismo 

4 Prologue (which, 

believe it or not, might 

— might — actually 

be released in the 

U.S.). Graphics, sound, 

control — it’s all continually 
evolving. One area in particu- 

lar that’s seeing a lot of attention is 
rival Al. Perhaps out of a little regret 
for not getting it into the last game, 
Polyphony is extremely keen on your 


4 In this shot, you can see the replay mode’s 
speed blur effect in full effect. 
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opponents reacting like real drivers 
would — swerving to avoid collisions, 
holding grudges, and more. 

Visually, plans call for the specta- 
tors in many areas of the game to 
be replaced with fully 3D crowd 


members, which would look absolutely 
amazing. As you can see in these 
latest screens, speed blur effects are 
also being used to make the replays 
look even more realistic — something 
most people would consider impos- 





PREVIEWS °$ 
















secoectegte aoe a oe ce ane aIENM Lena 





A The game’s hundreds of cars will offer something for everyone — even if your tastes don’t include super-streamlined, b ; - f F 
ultra-sexy concept models. rr 





sla 








SHE’D LOVE TO 
TAKE YOU OUT. 


A Fortunately, tailgating isn’t a crime : ; 
on the track, but it might actually make oe e E E. i fe) M eo M E ih E R 5 
your rival mad at you in the final game. : 


> This poor little convertible is all by its 
lonesome self. Don’t worry, though; more 
than a dozen cars will be able to take to the ; Wy 
track at once. | 


‘. 


jf 
4 
. Scat ar uenmaesara 


sible at this point. of information we got Sony to spill was that there 
Any talk of car damage or motorcycles making will be real time weather effects (which affect your 
it into the finished game can be put to rest; it’s not handling) and the ability to race any track during 
happening. Sony’s keeping mum on the game’s different times of day. Unfortunately, that’s all they 
online features, only saying under intense ques- were ready to budge on — we'll have to wait until 
tioning that G74 over the net ass: &3 for more on the game, and 
will be more ambitious than like the one for the game, it’s 
: not going to be easy. 


what has previously been . : ! 
revealed (basically four player G74s online mode could end up being a lot RANDY NELSON 


3 4 more ambitious than first proposed. 
online). One of the coolest bits 
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> The visuals 
are far cleaner 
than they were in 
Burnout 2. 


pa 


BURNOUT 3 


One of the PS2’s best racing series goes online 


f there’s one thing that’s been 
underappreciated during the 
years of the racing genre, it’s a 
good, honest crash. Ask anyone 
who goes to see a pro race 


and they'll say — not too loudly, mind 
you — that they’re there to see cars 
flip, roll, and otherwise disintegrate. 
It’s one of the key reasons that action 
films feature spectacular crashes. 


Points are awarded for 
knocking other racers out 
of the competition. 
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Enter Burnout 3, by Criterion Games. 
The third in the series takes the 
foundation set by the previous titles 
and pushes it even further with better 
visuals, tougher Al, an online mode, 
and the ability to use one’s car as 
a battering ram. The title uses the 
latest RenderWare Engine, which lets 
the developers at Criterion get more 
out of the PS2 than they previously 
thought was possible: Burnout 3 
supports up to six players online in 
both its Racing and Crash Modes. 
The screenshots we've obtained are 
incredibly sharp and crisp — the 
better to display twisted metal once 
players arrange the most spectacular 
collisions they can imagine. 

What separates Burnout 3 from 
the rest of the online racing pack is its 


focus on traffic. Knowing the subtleties 
between drifting and power-sliding 
won't help you if your vehicle collides 
head-on with a bus. There is virtually 
no difference between the offline 
and online modes. Each features five 
opponents (human or Al), and enough 
traffic to populate an L.A. freeway. 
While there are those gamers who 
shun the idea of weaving in and out 
of busy streets, adrenaline junkies 
have another title to look forward to in 
September. nous TRUEMAN 


The fastest racing series on PS2 just got a lot 
prettier and online racing sounds hot! 
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A Near misses temporarily boost the 4 What's a trip to the mountain A Is it Burnout or Gran Turismo? E 
player’s speed. without nitrous? The graphic designers have done a 4 CHOOSE YOUR WEAPON: 
fabulous job. / ASKA, WITH HER LETHAL NINJA | 
ane SKILLS - OR! A FIREARMS 


EXPERT WITH NERVES OF STEEL. | 
THEN TAKE THE FIGHT AGAINST \ 
EVIL FROM THE REAL WORLD INTO 
CYBERSPACE, WHERE THE RULES 
ARE RADICALLY OIFFERENT - 
Criterion has gone all out with its physics engine. Instead of merely crumpling in a collision, BUT THE ACTION’S EVERY 
hoods and trunks will fly open, doors will come unlocked and can be smashed clean off the car, BIT AS HARDCORE. 

and the very chassis themselves will become twisted. 
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Strong Language 
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SoNTENT RATED BY Violence 
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», Why bother with expensive airbags? They just slow the car down. 
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Having stowed away aboard a 
cargo plane, your first mission 
drops you into a frozen wasteland 
with the goal of shutting down a 
“dirty bomb” factory. 


. The blinding snowstorm makes it 
tough, but you can pick off foes from afar 
with the sniper rifle. 


The sneakier way to move forward, 
though, is to clock a guard and steal his 
arctic gear. 


hough we were skeptical 

at first, we’ve definitely 

come to appreciate what 

Eidos’ latest Hitman title 

is trying to accomplish. 
Much darker and more surreal than 
the previous two titles in the series, 
this third installment moves away 
from the traditional linear story- 
telling and moves into a more 
interesting and uncanny realm: Agent 
47's subconscious. 

Luckily, we had the opportunity to 
get our hands on Hitman: Contracts 
earlier this month, and from the 
moment we booted up our PS2 it 
seriously creeped us out. Beginning 
its tale inside a huge sanitarium 
populated by Agent 47 doppelgang- 
ers, the game continued to move us 
in an increasingly bizarre direction as 
it explored the guilt ridden thought 
process of one of the world’s most 


Pilg PUB ci0GS | DEV id INTERACTIVE | TYPE ACTION | REL DATE TBA | MAX PLAYERS ONE | ESRB MATURE 
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— 3 
% 4s 


HITMAN: 
CONTRACTS 


A 


prolific killers for hire. 

The storyline isn’t the only area in 
which Hitman has met with change, 
however, the stage design has, too. 
Not only is it a much bigger game in 
terms of level size and complexity 
(there are several more ways to 
progress), they’re a heck of a lot 
more interesting to look at, too. While 
the last game offered a couple of 
houses, gardens, and similar everyday 
locations, Contracts offers such locales 
as the aforementioned sanitarium, a 
bloody meat packing facility, and the 


< Two pistols versus an 
entire SWAT team — not 
an ideal situation, but it’s 
survivable, nonetheless. 
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wintry confines of Siberia. 

In addition to expanding his 
horizons, Agent 47 has also expanded 
his arsenal of attacks as well. Should 
our anti-hero run out of ammo, he 
can now throw down Rocky-style and 
go at it with hand-to-hand combat. 
Agent 47 has also increased his 
variety of melee weapons, with meat 
hooks, fire pokers, swords, shovels, 
and even pillows rounding out his list 
of things to be used. 

Perhaps the most important 
new addition, though, is the much 
smarter performance of the enemy 


A It’s easier to take out enemies in their 
sleep, but still never pretty. 


The Hitman’s past serves as a great premise, 
and the missions are shaping up great. 


io-Interoclive 


‘The game’s levels are littered 
with unusual implements of 
injury. If it looks like you can kill 
someone with it, you can. 


We go hands-on 
with Agent 47's 
latest mission 


Al. Should a player decide to keep 
bumping into walls or running past 
a guard, for example, that guard will 
suspect something and come after 
you. Similarly, NPCs will notice if you 
taken a piece of clothing from one of 
their friends or if they’re huddled in 
groups can flank around you to get the 
upper hand. 

In all truthfulness, we can’t wait 
to play Hitman: Contracts even more. 
With all the things that made Hitman 
2 so great in the first place (like the 
context-sensitive environmental 
destruction, the ability to drag and 
carry bodies, and Hollywood-quality 
voice acting to name a few) in addition 
to what’s new, there's little reason 
not to. JEREMY DUNHAM 


A Developer IO Interactive was keen to 
point out how cool the reflecting blood was. 
Nah, they’re not twisted. 
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RED DEAD REVOLVER 


¥ If this ain’t the Old West, 
we don’t know what is. 


Gunsmoke for the 21st century 





PREVIEWS ¢$ 


i 


A The colorful cast of varmints uses some equally 
colorful language. 











tale of revenge set to 

a Wild West backdrop 

— what could be 

more classic? Red 

Dead Revolver, after 
conspicuously disappearing off the 
radar for a brief time, is now being 
published by Rockstar Games after 
the said company’s acquisition of the 
game's developer, Angel Studios (now 
Rockstar San Diego). 

Originally commissioned by 
Capcom, Red Dead Revolver tells the 
story of Red, a young and innocent 
lad living out his adolescent years 


4 Taking cover is : 
vital to one’s health. a! 





with his family. Not unlike some hill- 
billies in Beverly Hills, Red’s family 
becomes the unlikely victim of unex- 
pected riches; gold, more specifically. 
But with riches come those who 
want it. Enter General Diego, a rogue 
Mexican general with his mind on the 
money and the money on his mind. 
Diego sends his gang of hooligans 
to viciously murder Red’s family. His 
father gets shot, and his mother 
ruthlessly burned — in front of Red, 
no less. Red reaches for his father’s 
gun (which conveniently fell in the 
fire) and gets one slug into a bandit’s 





arm before their escape. Along with 
a dead family, Red is left with a 
scarred hand from reaching into the 
scorching fire. 

Fast forward a good number 
of years later. Red’s no longer a 
boy. He’s a man whose taste for 
revenge has grown in parallel with his 
physical stature. 

Red Dead Revolver is a third- 
person action game, plain and simple. 
The gun-slinging arcade gameplay will 
complement the game's somewhat 
dark storyline, which is then offset by 
the game's somewhat dark humor. 
Additionally, the caricature-like art 
direction should serve the game's 
narrative well. 

Being a Western-themed game, 
it’s safe to assume that Red's arsenal 
won't include lasers, Tasers, or 
anything of the sort. Instead, he'll 
have to rely on old-fashioned pistols, 
rifles, shotguns, and even dynamite. 
Of course, Red won't be able to carry 
all 30 or so of the game’s weapons 
at once. Rather, he can carry one side 
arm, one long arm, and one thrown 
weapon at any given time. 

As for environments, Red will find 
himself in all of the requisite Western 
hangouts, from half-deserted towns 
to thug-filled saloons. And yes, there 








A In the real Olde West, you'd just shoot that guy 
in the back. So what are you waiting for? 


are even horse-riding levels, too. No 
word yet on tense one-on-one duels, 
but we have our fingers crossed. 
Scheduled for release this spring, 
Red Dead Revolver shows promise. 
If anything, the game proves that 
Rockstar is willing to stray from the 
typically modern settings of its most 
well known games. KAISER HWANG 


Developer Rockstar San Diego, 
believe it or not, is the same 
developer of the Midnight Club 


and Smuggleris Run games. The 
studio also worked with the Spy 
Hunter and Test Drive licenses. 


Though Capcom has lost faith in the game, 
Rockstar hasn’t. That piques our interest. 
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nspired by a 1988 arcade 

classic, NARC is a 3D action 

adventure that combines 

elements of Grand Theft Auto’s 

on-foot segments, State of 
Emergency, and Cheech & Chong’s 
drug-inspired films. 

There are two player characters, 
both lawdogs, who wield an assort- 
ment of weapons and hand-to-hand 
moves to help administer justice. If 





4 As in State of Emergency, cars will 
explode if they take too much damage. 





These cops are on the toke 





PPL PUB MIDWAY | DEV Vis | TYPE ACTION | REL DATE TaD | MAX PLAYERS TWO | ESRB RATING MATURE 


you choose to, you can also ingest 
confiscated drugs to gain enhanced 
abilities. Speed makes you super fast, 
pot slows down time, and LSD gives 
criminals giant devil heads, making 

it easier to track them down. Sure, 
overuse of drugs can get you tempo- 
rarily kicked off the force, but it’s not 
really much of a deterrent. 

Call us sissies, but we have to 
admit that the prominence of drugs 
in NARC seems in poor taste to us, 
but if the story and gameplay come 
together well, this could be worth 
playing for those willing to forgive the 
questionable subject matter. 

ERIC BRATCHER 


A Sometimes, the long arm of the law reaches further when it’s holding an automatic 
weapon. Hey, don’t run away... you'll just die tired! 


> There is a storyline, but you can also just 
hang out and bust drug dealers. 





It's State of Emergency, starring Starsky & 
Hutch’s illegitimate, drug-dosing cousins. 


A Freeze! Police! You're under arrest! Now, 
who has some rolling papers? 

















A Make no mistake — someone’s about to 
get skinned. 








A The decisions you make about whom to 
help and whom to ignore send you along 
different story paths. 





A Don’t underestimate these guys. They may 
dress unfashionably and have bad hair, but 
their swords are still sharp. 
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WAY OF THE SAMURA! 2) 


A samurai story with a forked tale ! 
















fight, your skills improve and your ose 
weapon wears out (you can get it fixed 
— just be sure not to P.O. the black- 

smith.) This could be a real sleeper hit. 
ERIC BRATCHER 


n the dark days before 

PlayStation, people sometimes 

had to read to entertain them- 

selves. Sometimes, they read 

Choose Your Own Adventure 
books, in which nearly every page 
required the reader to make a 
choice, which would affect the rest 
of the story. 

Way of the Samurai 2 takes 
this concept to heart, with twelve 
different endings and seven different 
storylines. The first 30 seconds of the 
game are the same every time you 
play, but from there, you may end up 
as the chief of police, running with 
a notorious street gang, or maybe 
working at a dojo and fighting against 
both the police and the gangs. 

Of course, there's also a lot of 
sword-slashing combat and, as you 





Samurai action from some of the makers of 


Tenchu, with scads of replay value. A There are dozens of weapons in the game. You can even wield two swords at once, or 


head into battle swinging a giant hammer. 
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LOADED 


The most versatile baseball game ever 


MLB SLUGFEST: 


GAME INFO 








ost players know 

Midway’s baseball 

franchise for its out- 

landish, NFL Blitz-style 

take on baseball: 
pitchers can throw trick pitches that 
look like something out of a Looney 
Tunes cartoon, fielders can punch a 
runner out to make a tag, and players 
on a hot streak will still literally burst 
into flames. 





4 In an unexpected cross-over, Slugfest’s 
outfielder can use Ratchet’s boos jump. 





However, underneath this layer of 
arcade craziness — every bit of which 
can be toggled off if you desire — is 
a very solid, deep game that plays 
remarkably well as a straight-ahead 
baseball sim and boasts the most 
up-to-date rosters in the biz. Plus, 
this year, Midway licensed a very well 
respected, stat-focused, PC baseball 
sim called Baseball Mogul to run the 
number crunching. Thus, when you're 
simming your way through its brand- 
new, 150-year long franchise mode, 
one of the finest baseball engines ever 
crafted is doing all the math. Add in 
online play, and you have one very 
impressive game. ERIC BRATCHER 


It can be a deep sim, or an arcade shootout 
and the stat crunching is seriously hardcore. 
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ieieds i , 
A The strange thing is, the A The graphics aren’t quite A If you don’t think Wrigley 
real-world Maddux’s hands and _ the best around, but they’re Field is the finest park in the 
feet spew flames as well. certainly not the worst we've majors, you must be from 
seen, either. Boston. 













ot 
A Finding your fellow soldiers strung up is 
just one of the shocks the game has in store. 





4. If you can get this close, melee moves are better than wasting ammo. 





he more realistic games 
become, the more realism 
gamers demand. The 
same can be said for 
explicit content. One game 
that hopes to offer both increased 
realism, and a new level of violence 
in an attempt to create an authentic 
presentation of war is Guerilla 
Games’ ShellShock. 

The title features no in-game 
music, and also a grainy film filter that 
gives it a retro cinematic feel. Add in 
the muted earth tones of the environ- 
ments, and you get the impression 
you're watching stock footage from 
the time period; clever, seeing as how 
the Vietnam War was the first war to 
be televised. 

As mentioned earlier, Shel/Shock 
will not disappoint in terms of explicit 
content. You can exchange money at 


ShellShock aims to serve up a graphically 
Tealistic snippet of the Vietnam War. 
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SHELLSHOCK: NAM ‘69 


The main word here is “shock” 

















a i = 
4 The dense jungle makes for some espe- 
cially tense firefights. 


base camp for “services,’ for instance. 

There is also a torture mini-game 
to be found, and when you take into 
consideration the context of the war, 
it’s likely not going to be for the faint 
of heart. 

Seeing an early build of the game, 
we were witness to some faulty Al and 
run-of-the-mill gameplay. The game 
is still relatively early, though, and 
taking levels out of their chronological 
context can be deceptively mislead- 
ing. Let's hope this war becomes one 
worth fighting for. KAISER HWANG 
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GET THE Most OUT OF YOUR GAMES >» MAY 2004 











88 Champions of Norrath 
88 Drakengard 
88 The Haunted Mansion 





88 James Bond 007: EON 
88 MX Unleashed 


PSM Challenge 
Romance of 3 Kingdoms IX 
Scooby Doo: MM 
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<< IF ONE GRENADE IS NOT ENOUGH, 
THROW TWO >> 


© Tip: This is a difficult position to The lack of two teammates could 
























attack, so do not rush. If you rush in, make the mission seem more difficult, 
® The Trieste level is all-new for PlayStation you will be trapped in crossfire. In this but with correct preparation and 
2 — here's how to blow ftirough it like the situation, you must be very patient strategy, you will find it’s even easier 
i ano: and clear every terrorist on the other than the single mission. 
side by peeking from the entrance 
wall. Ordering Price to cover the other Be careful when picking 
side of the wall will help you clear the | equipment. You have to 
“ terrorists faster. Observe the situation — aifeles\-HtaTemntoss.atel ite sin ai ez] oe 
before taking action — a good rule of —e}pseelnTeM lye) (ode nnn ese) aa Lanta 
mission is to rescue a hostage, at least 
4 Always one guy should carry the breaching 
use Price to charge. Always breach the door to 
prowl coves the hostage room — this will increase 


ms | and always : 
a protect him the hostage's chance of survival. If the 
: € / es . from snipers mission has lots of open space, take 
Ue; el — when he’s in 





some smoke grenades. Use the M34 
WP grenade or the M203 RP. 


motion. 


Go up the stairs, crouch down and 
move forward slowly. Wait until the “» When you are moving, 
frag grenade explodes and shoot & remember to maintain a 





ee a, Wey the tango on the balcony. crouching stance (especially if you are 
Lee ibe BaVeRE i the first of your team), move slowly 
47 62MM) SR, 3 © Tip: After you have cleared an and stay in the shadows. This way, ter- 









(mt!) xos : PRICE area and you are moving to the next rorists will have hard time finding you. 


area, you must be very careful. Listen Don’t expose yourself in the center of 
carefully so that you have enough an open area. 


Lead level designer Chen Peng QUuIGES US timeto dodge the grenade before 
through the new, PSe2-exclusive level! it explodes. “ Keeping the right formation 


Clear the guys outside the market is the key to success, espe- 
EQUIPMENT SF Om as SA ere and order Price to clear the room cially when the team is going to move 
: fey proiide before you. Here you need to turn around a corner. Always keep an 
sf cover when back and take out the tango on eye on the back or side door when 
out inthe open the roof. another player is engaging. Clear all 
4 when playing pater 2 
& online or the terrorists in the side door when 
~ offline. © Tip: When there is a small room, you are moving forward to prevent 
ordering Price to clear it will be them from attacking you from behind. 
When you reach the crossroad leading efficient and safe. 
to the fountain, throw the first smoke Enter the room and go to the ( When clearing the room, try to 
grenade, switch to thermal vision, checkpoint on your left. Enter the ¥ peek and shoot instead of rushing 
and neutralize the terrorist behind small room — the first mission in. Use fluid door opening as much 
the plants. objective is now completed. Proceed as possible. 
to the big square, use all the smoke 
© Tip: This is a very useful strategy grenades, hide in the smoke and clear [J maipRCRineReti av iri@ uence 
that can be applied to all similar situa- _ the terrorists on both sides. # will do. Some terrorists will chase 
tions. In an open area, throw a smoke you. In that case, one player can try 
grenade as cover and use thermal © Tip: This square is also a good place itvc\utrecaaiepem clarelgiacwalnccinitienn) 
vision to neutralize the terrorists. for an ambush. To avoid crossfire, while the other player waits to shoot 
Send Price to clear the little throw a smoke grenade toward him as soon as he approaches. Some 
house on your right side and turn the main entrance as cover. Better are more straightforward. They fear 
back to take out the gunner on the order Price to follow you here; he will for their life and just shoot. You can 
second floor. provide good fire support. peek and wait until the terrorist 
empties his magazine and then shoot 
© Tip: Pay close attention to the open SPLIT SCREEN TIPS him when he reloads. There are many 
window or roof on the higher level. In split screen, you need to defeat the #iilermclucomsaecirUeemaria et 
INSERTION LEADS TO AN If there is no one waiting for you, terrorists with your human partner. Ni melee sam 
L-SHAPED CORRIDOR there may be someone to ambush : 
Walk along the right wall, shoot the you later. ; ¢ Combining different primary 
first patrolling terrorist and order Go down the stairs and use a J weapons will help. For 
Eddie to hold at the other side of the smoke grenade to clear the terror- example: you can take the M203 
street. He will be able to neutralize ists on both sides. You will find the as a primary weapon and ask your 
the tango coming from the corner. smoke grenade is very useful here. a a teammate to cover you, so you can 




















































If one grenade is not enough, throw shoot immediately when there are 
© Tip: When moving in the street, two. When you reach the big market more than 2 terrorists in front of you. 
move along one side of the wall and entrance, use peek and shoot to clear 
order your teammate to move down all the terrorists on the second floor. 


F 4 Proper loadouts are critical when playin 
the other side to cover you. oe 


in PS2-exclusive split-screen multiplayer. 
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‘HOWTO 


TAKE THE : aa 


PSM ¥ Slayers are especially deadly in packs and 
I can scale walls like spiders. Keep the light on 

CHALLENGE! whenever possible. 

RULES You can’t send an entry for 

each challenge. If you cheat or use 

codes, you'll be disqualified. The final 

letter for the contest will be accepted a 

on June Ist. If there are multiple win- 

ners, the final winner will be decided 


by the best paragraph that explains 
why you're the winner. Send a picture 















or a videotape (non-returnable) and a 
short paragraph explaining why you're 





the winner. Sorry, no e-mail entries! 

This contest is open only to readers 4 /% r 

living in the United States, age 18 f J y 

years or older. PSM reserves the right ‘ ‘ AL ~ 

to substitute prizes of equal or greater y 4 

monetary value, if necessary. a b 4 

SEND YOUR ENTRIES TO: z A + 

PSM May Challenge # mt . ; 

(the challenge you're entering) ‘a ‘ 

c/o Future Network USA, 150 ‘ — \ 

North Hill Drive, /_ ; ‘ 

Brisbane, CA 94005. joc Su 
ce x0 

s ~~ 

1( Ss 

THE CHALLENGES p ie 3x3 





This sordid tale has three pos- 
sible endings, and two begin- ——— 
nings, See if you can get all five, i il 
and show them to us. bi, Ei | BO MI 


We should make you send in 

pictures of your sales receipt for | 
this one, however, we'll settle | : \ 
for proof that you've filled your | 
photo album. 


it should be a snap for you to 
pick up this eagerly awaited 
online level-a-thon and get up to. SLAYERS may give birth to an endless supply of a chance that he'll execute a shrapnel 


level 30 by our deadline. When fighting Slayers, it’s best to have Mainliners (when the showers are turned attack, which is so devastating that 
your flashlight turned on — they're on, for instance). Make sure you remove it’ll make you apologize to Torque for 
sensitive to the light and will tend to not any liquid supply, and keep moving putting him through it. Additionally, 
THIS MONTH’S attack. Some Slayers prefer to run onthe | — these guys love to leap onto you and Marksman have a ranged ‘kill move’ 
PRIZE PACKAGE ceiling, which can be dangerous to the stab their needles into you. You'll know which means Torque is most likely to be 
Romance of the Three player because of the ‘swing down’ attack when a Mainliner has been defeated as ‘executed’ if he’s low on health. To make 
Kingdoms IX game of the Slayer. When fighting multiple he'll erupt into a noxious cloud of gas. quick work of the Marksman, cap them in 
NBA Ballers game Slayers, make sure you don’t back your- Another unique ability of the Mainliners the head quickly. 
James Bond 007 in Everything self into a corner or they'll make quick is that they throw needles that will force 
of Nothing game work of you. Torque out of Rage mode. 








4. All the Nooseman ever wanted was to hug 
someone and be hugged in return... 


& Do not let a Mainliner get the jump on you 4 Attack a Marksman only when he’s standing 
— who knows what kind of glowing, evil crap up. If he gets down on all fours to shoot, find NOOSEMAN 


he’ll dose you with. shelter fast! ' : 
Noosemen in their neutral form take on 


bi as the look of a blood puddle — attached 
J ANU ARY WINNERS MAINLINERS MARKSMAN to the ceiliing. Avoid walking under these 
Mainliners have the unique ability to Marksmen are most deadly when puddles, and if you must pass under 
Allan Ryder, Kent, MI morph into and out of liquid, changing they're stationary. If you see a station- them, quickly dodge back out and hope- 
their physical location in the room. Some ary Marksman, find cover and shoot him fully you'll lure out the Nooseman. The 
Jimmy Erskine, Cincinnatti, OH fights with Mainliners can be futile, since from a distance. If you run up close to Nooseman is vulnerable on his way down 


an endless supply of blood or water a Marksman who's stationary, there’s and back up, so kill it then, because they 
Sam Vance, Canton, OH 
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are invulnerable to damage while in their puddle 
state. Well, okay, a mop would tear ‘em up, but 
there are no mops in the game, so we're stuck with 
killing them the hard way. 





\ Pe Be a 
¢ The fleet-footed Inferna will try to encircle you with 
flames — gun her down from a distance. 


INFERNA 


Infernas are tough cookies because they’re very 
tough to target with a projectile-based weapons 
and nearly impossible to target with melee weap- 
ons. Shrapnel grenades and TNT are the best way 
to rain on their flaming little parade. One thing to 
note, however, is that they move very quickly and 
their first priority will typically be to encircle you 

in a wall of flame. Be cautious when approaching 
them and take them out from afar, before they get 
close enough to ring around you. Another thing 


4 





4. The nefarious Burrower... imagine what Carl from Ca 


BURROWER 





ldyshack would do when he saw this gopher... 


you'll need to look out for are piles of smolder- 
ing ash — these hot items can pose an imminent 
threat to your life and your marshmallows. 





4 = 
4 Unfortunately, Fester is immune to firearms. Get in 
close, and try not to get any Fester bits on you when 
things get rough. 


FESTER 

Festers are not only ridiculously ugly, they’re also 
completely immune to projectile weapons. The 
Fester is also especially deadly at close range, 
because they have a variety of attacks to hinder 
the player. Thus, the most effective way to take 
them out is using the axe or explosives. Once a 
Fester has fallen to the ground dead, the threat is 
not over — a cadre of rats will soon erupt from the 
lifeless corpse and seek to make the player their 
new ‘host: Gross. 











The Burrowers are not overly secretive while stalking the player. However, this doesn’t make them much 
easier to kill, because they have an uncanny ability to ‘fake out’ players. Thanks to their erratic attack 
behaviors, the player will never know if a Burrower is coming, going, or about to burst out of the ground 
right beneath their feet. The best bet for the player is to wait for the Burrower to surface, quickly roll out 
of the way, and pump a few rounds of scorching hot lead into their tubular torsos. If you've got the stones, 
you can also take the fight right to them, attacking the very tunnels they call home. ‘Fire in the hole”! 
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i Peg hive HAZARD, 


You plan on playing 
in the real world? 


A real college degree, focused on advancing 
technology. Available on campus or online. 
Learn More. www.uat.edu or 800.658.5744 





\ Features lactude: 






: om? 


We've got an insi 


FLOAT LIKE A BUTTERFLY 
The best way not to get hit is to be a 
tough target to find. You have to keep 
that head moving so you are not pro- 
viding your opponent with a station- 
ary target. Pressing ap temporarily 
plants your feet on the canvas and 
makes the left analog stick an exten- 
sion of your upper body. Use the full 
360-degree rotational control of your 
upper body to avoid combinations. 






Z Sas 
A Try to make your enemy whiff as often 
as possible. It’ll keep you safe and waste 
his energy. 


- Keep your upper body moving con- 


stantly. This makes you a very hard 
target to hit. 


- Start ducking and leaning as soon 
as your opponent comes into range. 
Avoid his punch and throw an imme- 
diate counter punch. 


- Use upper body movement to set 
up your punches. If you are moving 


“Ir 


around a lot before throwing a punch, 
it will be harder for your opponent to 
see where the punch is coming from. 


- Learn what punches are most effec- 
tive from each position you can lean 
to. Some punches cannot be thrown 
from certain body positions. 


- Leaning is the quickest way to avoid 
a head punch, but it leaves your body 
wide open for damage. 


STING LIKE A BEE 

Now for some offense... the right 
analog stick is an extension of your 
fist, and this picture shows you the 
basic patterns your fists make for 
each punch. 





4 The basic punch commands are as fol- 
lows, though each fighter has their own 
special moves as well. 


You can now also “feint” or fake 
punches. Here’s how: start throwing a 
punch; this should goad your oppo- 
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der in our corner 
Executive Producer Kudo Tsunada teaches you how to master the Sweet Science 


nent into commiting to defending a 

certain area of their body. Then, just 
pull the punch back and quickly fire 
off a shot to an undefended area. 


- Alternating fists when punching 
means combinations will flow faster. 


- Missed and blocked punches use up 
a lot of energy. Be efficient with your 
punches or you will run out of gas in 
the later rounds. 


- Use body punches to tire your 
Opponent out and head punches to 
finish them off later in the fight. 


- Throw short bursts and combina- 
tions and then avoid and defend. 
If you throw too many non-stop 
punches you will become tired 

and vulnerable. 


- Counter punches are the most 
devastating shots in the game. Block 
or avoid your opponent's punch and 
then land a blow of your own before 
he can defend himself. 


AND BLOCK A LOT 

Boxers have a saying: "Everybody has 
a game plan until they get hit in the 
face” By holding ap, you can use the 
right analog stick to move your fists 







@ Never underestimate the usefulness of 
_ a good, old fashioned slobberknocker. 99% 





to block or deflect punches with your 
gloves, arms, and elbows. 


- Directional blocking (blocking upper 
left, upper right, lower left, or lower 
right on right analog) always provides 
more protection than a general block 
(block straight up or down on right 
analog). A perfect directional block 
also causes a “parry” to occur. This 
throws your opponent off balance 
temporarily, making them defenseless 
to a counter punch. 


- The more you can anticipate a 
punch, the more accurate your block- 
ing will be. Try and identify punch 
patterns in your opponent’s behavior. 


- Keep your guard up! If you are not 
actively defending, you will pay. 





A Shots to the body will wear down an 
opponent's defenses, making it easier to 
rearrange his face later. 






DRAKENGARD 


Carve the Empire a new one with these battle tips 


a= — 











4 Wanna get through the aerial levels with ease? Save your special breath attack for the 
giant clusters of enemies, like the grids of cubes. 


TURTLE POWER 

It’s not a bad idea, especially early in the game or when facing a large, tough 
enemy like an ogre, to hold down a while playing. That way, anytime you're not 
attacking, you're blocking. Just be aware this impacts your mobility. 


A GLEAM IN YOUR DIE 

At certain points in his combo, Caim can unleash a devastating area attack that 
costs no magic energy. Watch for the moment when his weapon flashes yellow 
and you hear a softly ringing, clanging sound, and press @). He'll wind up and 
unleash a ring-shaped shockwave that will clear out the enemies around you. 
The flash occurs at different points in the combo with different weapons, and 
multiple times in the longer combo chains, but once you learn the timing, you 
can do it without even looking at the screen. 


NO STONE UNBURNED 

There are about 65 weapons in all, so search everywhere in every level for 
weapon chests. If you see a small group of enemies standing in a quiet corner of 
the map, they're probably hiding something, and there are even chests hidden in 
the event scenes, so explore every nook and cranny. Also, some weapon chests 
only appear once you've cleared all the enemies from a given room or level, or if 
you've beaten a level within a certain time limit, so you should play each level at 
least twice (once for speed, once for annihilation) to locate all of the weapons. 


4 Weapons with knockback power can cut your com- 
bos short, but can also clear a bloody path through 
enemies of every magic resistance. 


THE PROOF IS IN THE POUNDING 
About halfway through the game, magic- 
proof enemies will start showing up. They 
might not take much magic damage — in 
fact, they often reflect it back at you — but 
they aren’t immune to concussion effects. A special attack will typically still knock 
them down, and a weapon with knockback ability, like Bonebreaker, will still send 
them flying all over the battlefield. 





FRYING HIGH AGAIN 

Remember that you can usually call upon the dragon even during ground mis- 
sions. Just hit $8, in an open area and she'll pick you up. You can then glide all 
through the enemy’s hood, torching them from above. It’s devastating on regular 
troops, and also a great way to safely whittle down some of the more durable 
enemies, like the Imperial Generals in Chapter 3, Verse 8. However, Caim won't 
get the XP for the dragon's kills, so don’t overuse this tactic or you may find him 
enduring a brain damage-inducing beat down in later levels. 
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Full Sail's Visualization Center is one of over 60 studios, 
production suites and computer labs located on campus. 


‘HOMEWORK. 


WZ 


Real World Education 


school of 


Show Production & Touring 














If you're passionate about pursuing a career in 
Game Design & Development, 
Full Sail is the place to start. 


To find out why: 


800.226.7625 


fullsail.com 
YOU CAN GET THERE FROM > 


3300 University Boulevard + Winter Park, FL 32792 
Financial aid available to those who qualify * Job placement assistance * Accredited College, ACCSCT 


© 2003 Full Sail, Inc. All rights reserved. The terms “Full Sail,” “You Can Get There From Here,” “Full Sail Real World Education,” 
‘and the Full Sail logo are either registered service marks or service marks of Full Sail, Inc. 














CODES — 


MX Unleashed 
ONLY IN PSM! 
EXCLUSIVE CODES! 
Unlock Freestyle Tracks 
BUSTBIG 

_ Unlock all machines 





MINIGAMES 
Unlock Al Bowling 
WRECKINGBALL 


James Bond 007 in 

Everything or Nothing 

Note: codes can be entered after 
Platinum award has been earned. 


All Weapons ©®OHO 


GameShark Codes 





DRAKENGARD 





eh 


4 So you use the dragon on every possible 
level and now Caim’s a sissy because the 
lizard hogs all the XP? We can help. 


[M] Must Be On 
9410B5BC 34E659B6 


Infinite HP 
24501208 1C7C43AE 


Infinite MP 

24C5A6A8 DA74C109 
2441B622 166EC820 
24D5B6BC 5B578119 
24913068 10764104 


Ultimate Chain Attack Multiplier 
244A11 A8 1874458F 


Invincibility 
14D0B369 B4B457A8 


PSM EXCLUSIVE CODE! 
Infinite Mission Time 
24D09468 16F457BC 


ROMANCE OF THE 
THREE KINGDOMS IX 


[M] Must Be On 
94DOB8E0 B4EE1064 


Create Officer: Infinite: TacticP 
24129408 3E3C475A 


All Cities: Max: Trust 
245005F2 937413EF 
24C01DEC 125713DD 


All Cities: Max: Trade 
241004F2 937413EF 
24801FEE 1257136D 
All Cities: Max: Farm 


241004F2 93F4136F 
24801 CEE 92D713ED 


All Cities: Max: DEF 
24D027A8 127641DD 
24502792 937401 FF 
24D035AE 1A57414D 


Chen Liu: Max: Earned TP 
1400BD78 BE3015EE 
1400BD78 BE3015DE 


Chen Liu: Max: Trust 
1410B672 B7BO155E 


Chen Liu: Max: Trade 
1410B672 B7BO15CE 
1410B672 B7BO15DE 


Chen Liu: Max: Farms 
1410B672 B7BO15EE 
1410B672 B7BO15FE 


Chen Liu: Max: DEF 
1410B672 B7BO157E 
14109472 B730151E 


Ru Nan: Max: Earned TP 
1400BD78 BE30012E 
1400BD78 BE30011E 


Ru Nan: Max: Trust 
1410B572 B730019E 


Ru Nan: Max: Trade 
1410B672 B7BOO10E 
1410B672 B7BOOTIE 


Ru Nan: Max: Farms 
1410B672 B7BO012E 
1410B672 B7BOO13E 


Ru Nan: Max: DEF 

14109572 B7BO174E 

1410B572 B73001BE 

SCOOBY 000: MYSTERY MAYHEM 


[M] Must Be On 
24CO19E6 346E0836 


Always Cool 
24B01668 34F04198 
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Cloaking ©6068 
Get DoubleAmmo ©OOBHO® 
Get Full Ammo ©O@O0O 
Unlimited Ammo ©®O®O 


Get Improved Battery O©O@Q®O 
Get Full Battery ©®Oe@O 
Unlimited Battery Life OOO@Q@® 
2x Damage ©O®OOO 


Better vehicle movement 


©Q®Q@OO® 


THE HAUNTED MANSION 


[M] Must Be On 
949094EE B5E617E6 


Infinite: Bravery 
2492B498 844453AD 
2493BC8C 9956139C 


Infinite: Lives 
245092AA 12F4455D 


Infinite: Souls 
244038F8 9A74174F 


Have: Beacon Upgrades: 
2451 B6AE DE74C10B 
24D3B688 5656C129 
24DAF60A 1675C118 
2450B6A8 5274C139 
249197A8 10F64364 


Have: Room Souls Collected 
24D03368 1A744124 
24D233E8 9256411C 
24D233E8 1256413D 
24D133F4 9F7C418D 


One Hit Kill 
245910A8 24744510 


MX UNLEASHED 





4 As good as MX Unleashed is, you have to 
admit that infinite cash makes it even bet- 
ter. Money always helps... 


[M] Must Be On 
948039B4 FF7A932E 


Infinite: Cash 
240CC96E D8731A47 


Have: Extra Stunt Activity Time 
24C992A0 45A49F26 





Drive in Slow Motion OO@OBQO® 
Get Golden Gun ©©®O® 
Get Platinum Gun ©@QOO® 


Champions of Norrath: 
Realms of EverQuest 

Instant level 20 

With a level 1 character, during 
gameplay, press @+Ga+@+L3 


Unlock: Pro Physics 
24501528 14F0418C 


Unlock: Expert Al 
24501528 14F041 AC 


Unlock: Cheats 
249115F4 9F3C4529 


JET LI: RISE OF HONOR 


[M] Must Be On 
9495BCA4 35FE5C64 


Health 
24C29EE8 82D553B9 


Block / Adrenalin 
2498BOEC 00D45708 
2498BOEA 80D45719 


One-Hit Kills 
245816A8 2474572C 


Special Features 
2450042A B4B4D3F8 
244015A8 BOB4D3E9 


LUPIN THE 3RD: TREASURE OF THE 
SORCERER KING 


[M] Must Be On 
94553DE4 3536C6CC 


PSM EXCLUSIVE CODE! 
Never Reload 
24D33288 307455B9 


Infinite Stamina 
2480B97A 3EB49598 


Infinite Dummy Dolls 
24003E2E BE74434A 


Infinite Ammo 
2440382E BC7455BA 


Infinite Escape Time 
24909068 3634C338 


thanks! 


MWYAVVAWVAL Cols] exe) aa! 


Construct battleships, carriers, destroyers and more! 


ry 


aa nn 
New bird's eye vi 


ew of the battle sector 





This is not a drill. This is Naval Ops™: Commander. Arm your ship with a spectrum of over 1,000 parts: weapons, defensive hardware, 
propulsion systems, and 100 aircraft. Choose from 100+ combat-ready vessels or invest in new technology to design your own. Lead your 
battle group into the cold waters of danger to locate and destroy an armada of Superships. Over 80 deadly missions await. Prepare to fire. 


From the Creators of Naval Ops: Warship Gunner™ 


Available Now 


: f a | HBWIAFFS-AA BRGRLEREE | 
Violence | SDCGT¥4F—BRBN  vww.kocico.jp/himl/jobotfer Poeceeu. | 


ae 
Navel Ops, Warship Gunner, and the KOEI foge are registered trademarks or trademarks of KOEI Co... Ltd. ©2002-2004 P | ra} S ta [ l 6) n Fad 
Es RE MICROCABIN CORP/KOEI Co., Lid. All rights reserved. “PlayStation” and the "PS" Family logo are recistered trademarks A ® 














of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Entertainment Software Association. 









LETT 


my birth certificate is 
a cave painting! 


| PSM Letters 150 North Hill Drive E-mail: 
C/o Future Network USA Brisbane, CA, 94005 USA psm@futurenetworkusa.com. 








A PSone classics like Castlevania: Symphony of The Night are great, but there’s plenty of fun to be had in the present. 





RANDY’S TIP 
OF THE MONTH: 
“I'm going out for a 
couple of hours, so I’m 
leaving you in charge. 
I’ve left your dinner in 
a crate in the kitchen; 
you'll need to find 
something heavy to 
smash it with. To find 
the number you can 
reach me at, go into 
the bathroom, turn on 
the shower to hot, and 
the steam will reveal it 
in the medicine cabinet 
mirror. Oh, and one last 
thing, no jumping on 
your brother's head. 

l used the last of our 
herbs for lunch, so 
there’s nothing to heal 
him with. Be good!” 


Ceti os 


TalkBACK 7) 


EACH MONTH we post a new question 
on our website at psmonline.com, and 
print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


This Month’s Question: ‘What new 
or innovative features would you like the 
PlayStation 3 to have?” 


It would be cool if it had an internal 
memory unit, like the XBOX. 


David Michslezuk, davidsnk3@hotmeil.com 






dnt 


A Bill's imitation of the migration burp of the 


Southern Whooping Toad has Randy confused. 


Don’t Talk Back 

Help me out here — I’m not sure I’m using the 
Talk Back feature on your web site correctly. | 
click on ‘answer’ and fill it all out, but there is 

no button on the pop-up screen to send my 
comments. | click on ‘answer’ again and my 
comments disappear, but get no confirmation 
that it was sent. 

Christopher Cox, FrstDgree@aol.com 


It may be a problem with the 
particular web browser you're using (I 
know IE, Mozilla, Firefox, Safari are safe 
bets), but there should be a “submit” 
button just under the space you type your 
Talkback into. Clicking that will send us 
your comments; if it’s not there, simply try 
another browser. 


The Eyes Have It! 
| may be a day late and PS2 short, but | need a 
question answered. | am a huge fan of Japanese 
cinema. | recently saw the movie “Returner’ The 
main character, Miyamoto, is played by an actor 
named Takeshi Kaneshiro. Did Capcom use his 
likeness for Samanoske? The likeness is uncanny 
and if they ever plan a movie about Onimusha, 
he should play the part. 

Eric Sands, esands72@optoniine.net 


A shock absorber, for all those times you An internal disc changer. 
wished you could throw your controller, 
Julian De Martinis, West Orange, NJ? —_ but realized it would cost you. 


Ethan Neuberger, Grayling, MI 


Patrick Aldrich, Rochester NY A CD/DVD Burner or better yet, how 


| would definitely suggest the PS3 to 


come equipped with a laser cannon in The PS3 should have its own built-in 
order to keep obnoxious little siblings away HDD, its own USB keyboard, and be 
backwards compatible. 

Bear Holmes, Ottawa, ON 


from your precious new console. 
Brent Cox, Laguna Niguel, CA 
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about a candy dispenser? 
Gabe Garcia, Santa Cruz, NM 


A beer dispenser! Yay! 
Mishi Marquez, El Paso, TX 








DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 
: ; = us ‘Le 
, Chris, is that “ 
a GameCube game 
A you're holding?! 
a 







It's Just 
for research’ 

Honest! 
<< 


‘e 


A. Chris capped off the incident by stating that 
no one had better “lay their hands on his Snake.” 


4 Under interrogation, PSM’s first intern, Justin 
Cheng, insited that Randy’s desk was “unlocked.” 


You actually 
expect me to type 
with these on? 

. ——_ 












4S words 
a Minute, 
bucko/! 


A. The next stage of our Test of Intern Worthiness 
involves playing DDR — on an oily dance mat. 


Good eyes, Eric. Mr. Kaneshiro is 
indeed the actor upon whom Samanosuke’s 
likeness was based. It’s actually kind of 
scary how close a resemblance Capcom was 
able to create, isn’t it? 


We Don’t Get Mad... 
| was reading some “old-school” issues of PSM 
(#56, to be exact), and in the guest column, 
featuring Joe Madureira, he stated that he was 
going to start his own gaming business, titled 
TriLunar. It's been almost near two years now, 
and | don’t pay attention that much to game 
developers and publishers, but | have never 
heard of any games from this company before. 
Was this just an idea he threw up in the air, or 
did he actually make some games? 
Ben Kirchman, 
pkirchma@tampabay.rr.com 


Unfortunately, Ben, TriLunar never 
really got off the ground. However, Joe 
is still cranking away on new projects 
for other companies, and heis producing 
some amazing character designs and 
artwork. To see his latest stuff, check out 
www.exarchonline.com. 


The Fix Is In 

When the PS2 hit the shores of Canada some 
four years ago, | was first in line to receive 
one and it was love at first sight. After time, it 
became more of a love-hate relationship. As 
of late, my “miracle of modern technology” 
has decided to become partial towards the 
games it will play by omitting blue discs from 
its selection. | initially called Sony, and they 
informed me that they could “fix” this for me 
at the bargain basement price of $99 (US), 
when in fact | could purchase a new system for 


I think this is... let’s see... the 25th 





time I’ve answered this sort of question, so GAMES WE 
I'm officially making yours the last, Craig WANT TO SEE 
no offense). 
PS2 is 2 ae I mean REALLY sity ont 
= ; In ancient times, the 
ecwandeta Anytime ‘ee re manufac- ninja were deadly 
turing consumer electronics on the scale assassins with 
Sony is with PS2, there are bound to be remarkable fighting 
some “bad eggs” that make it through skills. Unfortunately, 
— and there’s no way of telling which ones modern times have seen 
they're going to be until you fire them up at a. decline in demand 
home. In most cases, like yours, problems for their services. In 
surface months or years after you first order to make the Le 
use the system. How often and for how legendary master nia 
long you use it also factors in. Sony can’t ie ntaventse takes a 
: his toughest mission yet: 
conceivably put every PS2 shipped through surviving the cutthroat 
an “obstacle course” before it gets boxed world of marketing. Use 
up, because the innumerable real-world his razor-sharp katana 
stressors the system’s going to encounter to literally make a point 
are, well, innumerable. during presentations! 
PS2 isn’t alone; pretty much every CD Come into work late 
or DVD-based console generation yields a without anyone noticing! 
certain percentage of units that go kaput Cling to the ceiling and 
after a while. evesdrop on all the latest 
office gossip! Who would 
have thought his skills 
Where's The Beef? could still ay the bills? 
In your previews for Gran Turismo 4, you keep 
discussing the amazing graphics and potential 
700 cars. This is very frustrating. One: graphics 
are just a matter of money. Phantom Menace 
had good graphics, but sucked — why should 
these graphics get me excited if the substance 
doesn't improve? What about practical matters? 
Will there be more than G73’s two views? Will | 
be able to read a page of vehicle descriptions or 
be forced to read it scroll across the screen? Will 
| get a decent choice of races or be stuck racing 
the same 8 tracks for 10 laps, in 15 different 
cars? And since you're hung up on graphics, will 
| actually see a new booming exhaust when | Cars? Why, yes, GT4 will 


to eras these 
\ ofe/ files... 


He's kidding, right... 2 (Why is there so much 


Not the — 
entire PSM 
clirectory! fe 


around $180 (CAD). | scoured the web looking 
for a solution and what | found was nothing 
short of amazing. There were hundreds of 
people experiencing the same and perhaps 
worse issues. How could Sony, a company built 
on creating top end quality products, release 
such a “shoddy” product as the PS2? 

Craig LePera, craig.lepera@sandvik.com 


room on the server?) Oh, man. This is not good. 


Id like the PS3 to have a cash dispenser, 
so that when you beat a really hard game, 
lnalolal=\Va (elle MeCo)nn mole) 

Bob McHugh, Valatie, NY 


Id like a solution to expensive broadband 
connections, as well as 4 player access 
without a multitap. 

Max Callahan, Hummelstown, PA 





It would be cool if it had a virtual reality 
helmet. Imagine running around in G.TA., or 
maybe just get a good look at the ladies of 
the upcoming WWX. 

Greg Sloan, Toronto, ON 


Id like a treadmill on top of the console. 
Now call me a lazy ass for playing games! 
Dan St.George, Tieton, WA 





www.psmonline.com 


Laser beams that go on each side of you, so 
if anybody gets in front of my game... only 
set back is the painful screaming. Now if 
only there was a soundproof barrier... 


have lots of cars. We just 
don’t know if any of them 
will make Bryce happy... 


upgrade or will | just hear it and see the stock 
muffler tip? Wil | | finally see an in-car view that 
shows inside the car (like the original Need for 
Speed)? Please keep in mind that | found G73 
highly over-rated and rather boring after a week. 
My hostility is most likely due to my disappoint- 
ment with that game contrasted with the endless 
praise and “10” ranking it received. 

Bryce Hyers, brycepunk1 @earthlink.net 





Built-in Bluetooth wireless control- 

lers!! A built-in Hard Drive (100 Gigs)! A 
Broadband connection! A cooler for beer 
and Coke! A Virtual Girl Friend built in! 
Alex Bay, Vancouver, WA 

Alan Rimkeit, Scappoose, OR 


| want the PS3 to go back to 8 bit graphics. 
Games were so much simpler then. 
David Williams, Cedar Falls, IA 


| would like a toaster. 
Christine Nguyen, Milpitas, CA 
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HARDCORE 


| am writing in reference to the inaccura- 
cies in today’s “ninja” video games. | have 
noticed that in games, like Shinobi and 
Tenchu, we have heroes wielding long, shiny 
Straight-blade swords. The inaccuracy lies in 
the fact that the ninja’s sword, the ‘ninja-to; 
was never his main weapon. This is because 
it was usually a poor-quality piece of scrap 
metal that was quickly pounded into a short 
straight blade and often didn't even have 

its own tsuba (that’s the handle), rather it 
was just a single piece of steel with a cord 
wrapped around the part where the tsuba 
should be. 

The use of the ninja-to was mainly 
limited to a single stabbing motion, usually 
from behind an unsuspecting enemy, and 
the sword would often be left in the victim 
and the ninja would then run off elsewhere. 
These swords were easy to make and not 
important enough to salvage. An attempt 
to fight against a samurai sword with this 
weapon would surely result in the ninja-to 
being broken in the ninja’s hand. 





Dan, 
gothicsamurai@optoniine.net 


That’s it... I’m done with ninja 
games until they get their act together. 


We're as eager to find out about 
these things as you are, Bryce, but the truth 
is, Polyphony Digital really isn’t talking 
about anything apart from the visuals and 
physics model at this point. Believe me 
— I press Sony for info on the game every 
chance I get. Hopefully this issue’s update 
on the game delivered a little more of what 
you're looking for, and rest assured that as 
soon as we can pry the nitty-gritty details 
from the game’s developer, we will! 


Two For The Price Of One? 

| have a complaint. Why does it seem like there 
is a lack of a two-player co-op mode on nearly 
every PS2 game? And why, when there is a co- 


sXe 


should | do? 


Brian Roath, briandraws330@hotmail.com 


BILL Brian, I know exactly what you mean. Don’t get 
I love the Tolkien books, and the movies 
aren’t too bad, but there is such a thing as over-ex- 
posure. Let’s not be too hard on your “hobbitized” 
friend, however; there are ways to break him of his 


me wrong... 


annoying habit without leaving the genre. 


First off, don’t play as Frodo. Be Gimli instead, and 
every time your buddy starts in with the Frodo thing, 
you bellow “Baruk Khazad! Khazad aimenu!” and 


op mode, do parts of the storyline seem to be 
taken out? Please tell me why this problem isn’t 
being dealt with. 
Aaron Schieferstein, 
amsbeanpole@hotmail.com 


l agree, Aaron. | always appreciate 
games with co-op options. Especially when 
we’ve spent the afternoon pounding on 
one another in head-to-head play here in 
the office, it’s nice to be able to take on 
the enemy side by side for a change. As to 
why it isn’t more often a priority, | couldn’t 
say. However, you'll notice that almost all 
action RPGs have co-op modes, and I think 
we'll start seeing more and more of it as 
time goes on. As far as losing elements of 
the storyline, | suppose it could be because 
the narrative is usually designed for just 
one player, but I imagine the reasons are 
different for each circumstance. 


Cheaters Never Prosper? 

| love SOCOM II. My friends think I’m crazy for 
playing it as much as | do. | was a captain (top 
5% of the online world, about 45,000 people). 
Recently, my rank has been dropping... and | 
mean DROPPING. | can go online, get 10-15 
kills (which is good, for you non-SOCOMs) and 


Lord of the Rings, and now all he can say is, “Mr. 
Frodo, Mr. Frodo, Mr. Frodo..’ over and over again. 
I'm running out of duct tape to cover his mouth. What 


Res my friend and | have been playing The 












Come not 
between the 
Nazgul and 
his beer... 


me out on this one... 





whack him over the head with a tennis racquet or an 
old frying pan; whatever you're using for an axe. 

Or, if you don’t want to be a Dwarf, try being Gol- 
lum. Sure, he’s slimy, stinky and psychotic, but hear 


Imagine you and your friend are playing on Mount 


Doom. Suddenly, he starts parroting “Mr. Frodo, Mr. 


my rank still drops. Despite all of Zipper and 
Sony’s talking, I've heard of “turret” glitches and 
“hostage” glitches, and seen them in action. 
There are a sick number of “Rank Up” games, 
where players take turns doing sub-objectives 
and shooting each other in the heads with 
pistols for crazy amounts of points. And they 
kick those who deserve to be captains from their 
ranks — and do it all basically legally. Are Sony 
and Zipper going to do anything about this? 
Nathan Terhaar, Hypernatti2@aol.com 


Given the rampant cheating in 
SOCOM, we too were wondering what kind 
of stuff would eventually emerge in the 
SOCOM II community. To Sony and Zipper’s 
credit, they did build in countermeasures 
to prevent cheat devices and other really 
nasty exploits from completely ruining the 
game, but there are only so many possible 
player-initiated situations and variations 
that can be tested before an online game 
ships. Cheaters are a persistent bunch, 
and they’Il always find a way to exploit 
any online game’s most minor glitch or 
loophole. It’s sorry that legitimate players 
such as yourself pay the price, rankings- 
wise. That said, Sony and Zipper are 
definitely aware of these exploits and are 


Frodo!” You start hissing “My Precious!”, then you 
grab his hand, bite him really hard on the finger, shove 
him into the fireplace and start dancing around mania- 
cally! Trust me, after a few of those “Quests,” your 
friend will lose all interest in being Samwise Gamgee! 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@futurenetworkusa.com, with 
“800-LB. Gorilla” in the Subject Line. 





How to make 
PSe’s best 
games even 
better! 


Metal Gear Solid 2 
Replace Raiden with 
comedian Owen Wilson. 


Gran Turismo 4 
Two words: monster trucks. 


Jak and Daxter 
Jak tides on Daxter’s 
shoulder. 


Ratchet & Clank 
Bolts are replaced with 
bottles of Bawlz Gurana. 


Madden 

The only thing left to add: 
Commentator Mode! {USB 
headset required} 


SOCOM 

Include teal seals — with 
rocket launchers strapped 
to them. 


Grand Theft Auto 
Next stop... Grand Theft 
Auto: Raccoon City. 


A built in Webcam would be nice, so that 

our faces may be downloaded into the 

game. It would add a little more realism. 
Jesse Huertas, Lancaster, PA 


Uh... something good, | guess. Like... uh... 
more memory! Yeah, memory! That's always 
good... yeah... 

Jessica Moody, Fort Collins, CO 
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| would like to see the eyetoy (or a similar 
camera) used with create-a-player modes 
for realistic player models. 

Sean Gonzo, Williston Park, NY 


PAIN RECEPTORS FOR A NEW GRAND 
THEFT AUTO GAME!!! OR METAL GEAR! 
WooT!! 

Brian Dehnert, Pearl River, NY 


www.psmonline.com 


| think | would like to see it be able to load 
the games like a car CD player. Also, how 
about controllers with retractable cords? | 
think it would help with cord clutter 

John Sfakianos, Carmichael, CA 


| would be overjoyed if the PS3 included a 
talking virtual robot named Oliver. 
Alex Burks, Lake Dallas, TX 





It would awesome if the PS3 came with a 
vibrating massage chair that plugged into 
the USB outlet. If only my dreams would 
come true... 

Brandon Castillo, Coral Springs, FL 


The PS3 should have the ability to create 
people, so | can finally have a hot girl friend! 
Daniel Jackson, Wildwood, MO 


ey “To my #1 
{ fan,” signed 
Barry Bonds. 


“P.S. Stay 
in school and don't 
do drugs.” 


slowly, but surely, whacking the pitiful parties in 
question with a nice, big ban-stick. 


Re-Cavery 
You guys may have already answered this question, but 
why does NHL 2004 have two different covers — one 
with Dany Heatley and another with Joe Sakic. This has 
really got me thinking. Are there other games out there 
that have more than one cover? 

Vick Bains, kool_kroc101@hotmail.com 


Dany Heatley was the original cover boy, but 
after his tragic auto accident last fall, EA decided 
that neither they nor Heatley would benefit from 
the added publicity of his image being on the box, 
so Joe Sakic was tapped. As far as games with 
multiple covers, many games have different covers 
in different territories Japan, UK, USA, etc.), 
but it’s very rare for a cover to change once the 
game is printed — unless it goes Greatest Hits, of 
course. It was common back in the early days of 
PC and console gaming, but I can’t think of any 
other examples from the PSone/PS2 era. Anyone? 


Fish In Chips 

| am a dork. | am also a girl gamer. I've been waiting and 
waiting for Appaloosa to announce the release date for 
their new game, Sole Predator So, when will the game 
be released? Now, | know Appaloosa came out with 
the Ecco the Dolphin: Defender of the Future for PS2, 
and if | try to describe that game to anyone, they label 
me a geek and walk away whispering and giggling at 
my obviously stupid game choice. But really, while the 
storyline may seem corny and extremely far-fetched (a 
dolphin that has to save the world from aliens known 
as “the foe”), | really don't feel like the game has gotten 
the credit it deserves. It's got amazing graphics, fun 


gameplay, hard puzzles and a challenge for ANY gamer. 
So, even if the whole sci-fi mammal scene makes you 
laugh so hard that you pee your pants, Ecco might make 
you change your mind, if you just give it a chance. Come 
on, you don’t even have to get into the storyline, and | 
promise | won't tell your friends. 

Katie Walch, ilovetobeymaquire07 @hotmail.com 


Well, Katie, you’ve just pitched nearly 
half a million PSM readers on Ecco — how does it 
feel? As for Sole Predator — the game where you 
play a killer shark — it’s still lurking around down 
there, near the sea floor. But never fear: we’ll 
keep you updated as soon as we see its fin break 
the surface. 


Gettin’ A LitHe Tail 

| found Tail of The Sun in my box of PSone games after | 
recently moved and popped it in and sat there for hours 
just goofing around. | had forgotten how much | enjoyed 
this game. 

The zero pressure gameplay, the totally non-linear, 
mostly open-ended goals and the exploration with wild 
abandon just hook me completely, not to mention the 
fun music, and amazing amount of things just to happen 
upon while wandering around the whole Tail of the Sun 
world and the general zaniness of the whole thing. 

| was wondering if you know of any similar games 
that people who enjoy Tail of the Sun may like as well. 

A PS2 or PS3 remake of it or sequel would just be 
wonderful, but that’s not going to happen. I've been 
looking for a game that’s similar in gameplay, with no 
pressure exploration for some time now, but | unfor- 
tunately haven't found anything similar, aside from 
Aquanaut’s Holiday or Everblue 2. Can you help a poor 
caveman out? 

G. Craig, Address Withheld 


You simply 
enust try this 1937 


vintage cabernet | 


TECH TALK 


hal’s The Hook-up? 

| have a PlayStation 2 hooked up to play online. My 
PS2 will not connect to Socom II at my house, but 
when | bring that same PS2, Network Adapter, and 
Socom II disc to a friend's house and hook it to their 
router, it works just fine. So it can’t be anything wrong 
with the game, adapter or system, therefore, you 
would think it would be the connection. But the thing 
is when that evil system called Xbox is hooked into 
the same spot where the PS2 belongs at my own 
house, the Xbox connects with no problem, using the 
same ethernet cables, router, and plugs. Now it can’t 
be the system and stuff, and it can't be the connec- 
tion. When | try to call Sony for help, they tell me 

to call my Internet provider. When | call my Internet 
provider, they tell me to call Sony. Can someone 
please help? 





Eric Caminatiqyahoo.com 


Without knowing your exact network 
configuration and how familiar with network 
setup/administration you are, this is definitely 
a toughie. If you’re using a router, | would 
suggest calling the router manufacturer directly, 
or contacting their tech support via e-mail. 
Most will be happy to help you resolve your 
problem. If you're using a cable or DSL modem 
directly, make sure that your PS2’s network 
setup is configured to do everything automati- 
cally (DHCP). 


Man, I recently gave Everblue 2 a try and | 
absolutely loved it. What a great, unusual game! 





Give it an internal physics engine, so if 
you ever get bored, you can just play your 
favorite game with none of those useless 
“laws of gravity and matter’ Like real life... 
oops... blew my cover. 

Xavier Arcane, Killjoy, GA 


If the PS3 is looking to surpass Xbox 2, it 
needs a hard drive and reverse compat- 
ibility. Throw in an Ethernet port while 
you're at it! 

Kyle Lipscomb, Alpharetta, GA 


If the PS3 is going to have a wireless con- 
troller, | would like it to have a speaker on it, 
SO if it gets lost, you just push a button that 
would make the controller beep. 

Paul Misner, Simcoe, ON 


Cordless controllers, built-in modem for 
dial up/Broadband for online, built-in IR 
recievers for cordless keyboards,mouse, and 
eye toy camera. You know, just the basics. 
Daniel Basulto, San Antonio, TX 


| think the PS3 should have a disc changer, 
hard drive, and an internet browser. 
John Gdum, Liberty, TX 


| would love to see a built in mini-fridge, 
and a rocking recliner packed with the PS3. 
Robert Pela, Alamo, CA 


Everytime my husband swears while playing 
a game, it shoots water in his face. 
Melissa Marcurio, Blythe, CA 


A pair of cup holders, of course! 
Dawson Smith, Saddle River, NJ 
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se LETTERS 


PSivi 


Every month we take a look at the coolest PlayStation 2 
fan art from the hottest new talents. If you'd like to see 
your illustration printed here, send us a copy! (We’ll take 
originals too, but we can’t return them.) Address it to 


Or, even better, e-mail a hi-res version 


of the piece to us at 


. Be sure 


to label the subject heading “Fan Art.” Now get busy! :-) 


Disgea — the cult-favorite (and really good) strategy RPG with the 
slightly silly name — had some wonderful characters, and JENNIFER 
DUONG’s brilliant work definitely does them justice! It’s all about cute, 
cute, and more cute here. The background detail’s great, but the coloring 
was what impressed us the most with this piece. Great work, Jennifer! 


A built-in computer would be a great 
thing to have in the new PS3. Another 
cool thing would be if the PS3 had a 
built-in memory card (like the X-Box). 

, Lincolnton, NC 


A CD/DVD drive. | got my PS2 and all it 
had was an extending cup holder. 
an, Bushkill, PA 


| would want my PS3 to be able to 
receive digital copies of PSM, so | can look 
at all the issues that were ever made and 
never miss any new ones. 

«, Lancaster, NY 


An L4 button that gives you a piece of 
pizza! That'd be awesome. 
ger, Philadelphia, PA 
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It would be awesome if the PS3 had a 
built in LCD screen. Then you would only 
have to plug it in and play! 

I D j, Bronx, NY 


| would make it totally free, like Linux, 
then we all could be happy like hippies on 
hash... yeah... 

Stone, Moro, OR 


The Nemesis is about to “Kill Jill” in 
this RE art from MARCUS WILLIAMS! 


DAVID HARRIGAN gives us a fresh 
look at Street Fighter favorite Chun-Li. 


ibndromache * hlip:l land» (2 


HEATHER BREAKFIELD sent in this nifty 
illustration of SOTN’s Alucard and Maria. 


| would like to see a five DVD holder in 
the system, so the laziness can live on. 
Ss, Taunton, MA 


Id like a bathroom installed with the PS3, 
because whenever something important 
is happening, | gotta go to the bathroom. 

E thos, ON 
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For the third time in three months, we absolutely, 
positively CAN NOT tell you which major sequel 
will debut on our cover next issue! The game is 
Still classified “TOP SECRET”, and just uttering its 
name outside the hallowed halls of PSM Head- 
quarters.could land us all in a Turkish prison. All 
we'll tell you is, get ready for... or rather, if you 
like games that... well, crap, we can’t even tell 
you that! Just be back here in 30 days, okay? 


TE 100% 


INDEPEND¢, 
NT PLaysy, 
‘ATION 2m 
AGAZINE 





WRITE THIS CAPTION! 


A WRITE A FUNNY CAPTION FOR THIS PICTURE! 





The big splash on our May cover 
revealed what many had suspected 
for a long time: that Sega would 
indeed be making games for the 
PS2. We had a huge interview with 
Peter Moore, President and COO 
of Sega of America and Charles 
Bellfield, Sega’s VP of Corporate 
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ANTHONY KUZINSKI of Totowa, 
NJ is the winner of our January 
Caption Contest. Anthony, your 
PSM Prize Pack is on the way! 


4 “Damn you, ESRB! Damn you to hell!!!” 


Marketing. We still remember the 
rush we got when they gave us the 
straight dope on VF4/ 

Of course, there were other 
goodies in that May issue, like a 
complete walkthrough of the Metal 
Gear Solid 2 demo disc. We had 
the thorough 411, because all work 
ceased while our editors played that 
disc to death... and we had over 100 
screen shots to prove it! Face it, May 
2001's PSM was a great issue! 


ETAL 
ah 


Www.psmoniine.com 











May 2004 © Vol 8, No. 4 © Issue 34 
ISSN: 1095-4163 


EDITORIAL STAFF 

Chris Slate Editor-In-Chief 

Bill Donohue Managing Editor 
Randy Nelson Editor 

Eric Bratcher Associate Editor 

Dan Fitzpatrick Art Director 

Gary Liew Associate Art Director 
Editorial Contributors Kaiser Hwang, Andy Eddy, 
Enid Bums, Doug Trueman, Jeremy Dunham, 
Lloyd McCann, John Mark Cusey, Douglass Perry 


PRODUCTION STAFF 
Richard Lesovoy Production Director 
Glenn Sadin Production Coordinator 


CIRCULATION STAFF 
Kate Bailey Group Circulation Director 
Amy Leder Circulation Director 
Mimi Hall Newsstand Director 
Janet Amistoso Direct Marketing Specialist 
Mary Nicklin New Business Manager 
Siara Nazir Asst. Billing & Renewal Manager 
Katie Cole Marketing Manager 


ADVERTISING STAFF 
Andy Swanson Publisher 
aswanson@futurenetworkusa.com 
Eric Merkow Consumer Sales Ddirector 
emerkow@futurenetworkusacom (212) 768-2966 
Anika Cunningham Mgr, Consumer Sales & Marketing 
acunningham@futurenetworkusa.com (310) 546-5508 
Stacy Bremmer Custom Publishing Director 
sbremmer@futurenetworkusacom (562) 983-8078 
Michelle Torrey Regional Sales Director 
Mtorrey@futurenetworkusa.com (415) 656-8533 
Shawna Rogers Account Executive 
srogers@futurenetworkusa.com (415) 656- 8558 
Dru Montgomery Regional Sales Director 
dmontgomery@futurenetworkusa.com (415) 656-8405 
lolly Neal Account Executive 
turenetworkusa.com (212) 768-2966 
d Services Manager 
cmichaelson@futurenetworkusa.com (415) 656-8422 
PSM Customer Care 
P.O. Box 5154 


-0484 
For Subscription Problems Only! 


nefpil Service: eer ogg | 


Harlan, lowa 51593-0654 
1-800-477- 


mailing offices, Newsstand 
Co. | Canada Post Publications Mail Agreement #4004363 
Returns: 4960-2 Walker Road, Windsor ON N9A 6J3 Basic 
Nn fates: one year (13 issues) $20 US, Canada $34 US 
1282: pee foreign $44 US. 
es Of address to 


ik ‘USA Is not aftiated with the companies or ccs covered in 
IDUCED IN THE Mure STATES OF AMERICA. CPC Int’! Pub 
Mail # 1195484, 


Media with Passion 


Future Network USA, 
150 North Hill Dr., Brisbane, CA 94005 
(415) 468-4684 
www.futurenetworkusa.com 


PRESIDENT Jonathan Simpson-Bint 
VP/CFO Tom Valentino 
VP/GENERAL COUNSEL Charles Schug 
VP/CIRCULATION Holly Klinge! 
PUBLISHING DIRECTOR (GAMES) Simon Whitcombe 
PUBLISHING DIRECTOR (TECHNOLOGY) Chris Coelho 
EDITORIAL DIRECTOR (TECHNOLOGY) Jon Phillips 
EDITORIAL DIRECTOR (MUSIC) Brad Tolinski 
DIRECTOR OF CENTRAL SERVICES Nancy Durlester 
L510) 9) 6(@1(0)\'u0)|>)64 (0)24 Richie Lesovoy 


ce See een eee 
Future Network USA is part of The Future Network PLC 


THE FUTURE NETWORK PLC 
30 Monmouth St, Bath, Avon, BAl 2BW, ENGLAND. 
www.thefuturenetwork.pic.uk 


NON-EXECUTIVE CHAIRMAN 
CHIEF EXECUTIVE 
GROUP FINANCE DIRECTOR 


Roger Parry 
Greg Ingham 
John Bowman 


“Each day we make it, we make it 
better than we did the day before... 
" because we're usually fresher 
first thing in the morning” 





SAYAYAWAL Cole) exe) a) 





kG ? : Me 


LEAN 




















New! Over 60 Non-linear and Character-based Missions New! Weapons and Fighting Techniques 
New! Two Player Co-Op and Vs. Modes 
More Than Twice as Many Missions as the Original Devastating Neo-Psionics, Time Extend and Overdrive Attacks New Playable Character and 3 Two-Player Modes 
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7 aw.-l’m calling Pay night 
CGriddles "Breakfast for you. Bedtime snack for me. 
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